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What you will find in this book 




This book aims to help you write fantasy 
games for your computer by giving you an 
example you can play and taking you inside 
the program to see how it works. If you don’t 
know what a fantasy game is, you can find 
out on pages 4-9. 


The Dungeon of Doom game 

Dungeon of Doom is the name of the 
fantasy game written specially for this 
book. The rules for playing it are on pages 
28-31. These pages are called the Book of 
Lore, as this is the name fantasy gamers 
usually give their notes concerning the 
rules and conditions in their fantasy world. 
There are detailed explanations of how the 
program works on pages 10-23. The 
program listing, which you can type into 
your own computer, is on pages 32-45. It will 
work on the Commodore 64, Vic, Spectrum 
48K, BBC and Electron. Conversion lines are 
given where necessary on the listing pages. 


Typing in the program 

The program lor Dungeon of Doom is very 
easy to type in accurately, so 
be prepared to take it slowly 
it as you go along. You may find 
explanations difficult to 
first, too, but don’t be 
Take your time and read them 
as often as you like to make sure you really 
It may help if you type the 
computer first, then play it, 
referring to the explanations as you go 
along to see how the program achieves 
what you see on your screen. 

You may prefer to play the game before 
finding out how it works so that you will not 


know what to expect. To do this, go straight 
toi 


Going further 

There are some suggestions for expanding 
the program on pages 25-27. If you practise 
making changes and noting their effect, you 
should be able to use what you have leamt 
to write programs of your own, using this 
book as a guide for ideas and techniques. 

If you get really keen on fantasy games 
you will find lots of ways to extend your 
interest. Some of them are mentioned on 
pages 46-47. 


to page 32 and type in the program without 
Ufi , looking at pages 10-25. Y ou will also need to 
read the story of D ungeon ofDodm on this 
page, and the Book of Lore on pages 28-3 1 1 
to learn the rules. 


The story of Dungeon of 
Doom 

Slipping back through time, you chance 
upon a land where dragons dwell and 
people use magic. Here, you find the 
once- fair Castle of Crekkan lying in 
ruins, devastated by the evil sorcer er 
Klimm. In the hewn-out caverns 
beneath the castle, monsters and magic 
traps guard the treasures that are 
stored there. 

The survivors of Crekkan tell you that 
worse than the loss of their gold is the 
loss of their Magic Idol, hidden in the 
deepest level below the castle. They 
are desperately searching for a hero 
who can retrieve the Lost Idol before 
Klimm turns its powers to his own evil 
ends. They offer all the other treasure 
to whoever succeeds. Several intrepid 
adventurers have tried already, but so 
far none of them has returned, and 
people have started calling the castle 
ruins the Dungeon of Doom. Now it is 
your mm to chance your luck, if you 
dare . . . 



What is a fantasy game? 





All these dice are used in 
Dungeons and Dragons* . 
The different numbers of 
tides allow different 
degrees of chance to he 


Dungeons and Dragons * 

Anybody can invent a character and think 
of adventures for it, of course. But as a 
fantasy game gets more complicated, with 
lots of characters playing, and more 
monsters, magic and treasures, it is useful to 
have a set of rules as a guideline for 
conducting events. This ensures that the 
game is consistent and fair to all players. 

The first people to publish the rules they 
had developed for their fantasy game were 
two Americans, Gary Gygax and Dave 
Ameson. They called their game 
Dungeons and Dragons* and it appeared 
in 1974. In this game, you use many-sided 
dice, like the ones shown here, to decide 
character-types and calculate the outcome 
of battles. You draw a map as you explore, 
like the one that has been started on this 
page. You canbuy Dungeons and 
Dragons, and many other fantasy games 
that have been invented since, in games 
shops (see pages 46-47). 


Dungeons and Dragons is a registered trademark owned by TSR Hobbies Inc. 


calculated. 


12-sided die 


10-sideddie 


-sided. 


8-sided die 


A fantasy game is an adventure game 
with a difference. An adventure game 
usually involves a dangerous 
expedition, or Quest, with obstacles to 
overcome, enemies to face and 
treasure to find. In fantasy games the 
added challenge is that players do not 
play as themselves but take on a 
character, or role. Because of this they 
are often called role-playing games, or 
RPGs. The nature of each character, 
including its powers and limitations, is 
determined before the gamestarts an 
players must rea ct to the pr oblems i: 
the adventure fording to their 
character-t 


Double door 


The aim of the game is to gain 
experience and survive. A character is 
rewarded for success by being granted 
higher status, so a player can use the 
same hero in lots of adventures and his 
powers will develop all the time. 

In a role-playmg game, several 
players may take different character- 
types and go on a quest together, but a 
player can go on a solo quest, as in 
Dungeon of Doom, and this can be a 
' goodway of learning 


Silver corns 


Fantasy games for computers 


As fantasy-type games became popular, 
people adapted them for computers. 

Games were developed on mainframes and 
were condensed for home computers. A 
micro has a small memory and is normally 
only used by one person at a time, so many 
programs are solo, text-only games, like the 
one on this screen. These are more like 
straight adventures than role-playing 
games. 





Although Dungeon of Doom is a solo 
game, you can create a variety of 
characters for yourself, as in a non- 
computer role-playing game. You can 
also design dungeons, which appear as 
a plan on your screen. This screen 
shows a half-planned dungeon for 
Dungeon of Doom*. 

Some of the computer games you can 
buy are given on page 46. 


One solution is to use computers simply as 
an aid to fantasy games, and there are 
programs just for making characters, 
planning dungeons or deciding combat 
results. New games are appearing, though, 
which use graphics for locations, like the 
one shown here, or in which the solo player 
can take a different character each time he 
plays, or play with several characters at 
once. 




What sort of program is 
Dungeon of Doom? 


The program fox Dungeon of 
Doom could be described as a 
“calculating database”. This 
means that the program is based 
on numbers, and actions in the 
game are decided by calculations 
involving the relevant numbers. If 
this sounds complicated, don’t 
worry *, it is explained in detail 
later on. 

The program uses sound 
effects for battles, and graphics 
which you program yourself 
(called “user-defined”). Once you 
understand how these work, you 


can adapt them for programs of 
your own. 

The structure of the program 
could also be adapted. It is 
divided into three inter-relating 
parts. The routines you use to 
create dungeons and characters 
are programmed separately, then 
your creations are loaded into the 
game program when needed. 

You could use this structure in 
programs other than games 
where you want to work 
something out first and add the 
result to the main program later. 


Screen display may vary slightly on different computers. 


Dungeons and characters 



C What is a dungeon? 

-• A dungeon is where your fantasy game takes place. It is 
usually called a dungeon, but it doesn’t actually have to 
be a dungeon at all. Dungeon of Doom is set beneath the 
ruins of the Castle of Crekkan, but you could venture to 
another planet where aliens are plotting the destruction 
of Earth, or into a cave where prehistoric creatures have 
survived. Even a city like London or New York could be 
the location for an exciting game. 

To be really convincing, your dungeon should be 
filled with creatures and things that you might expect to 
find there. In a cave you might find a magic sword and 
evil trolls, but in Space, Martians with laser guns would 
be more likely. 

Make your treasure appropriate, too. A Space 
adventurer could be searching for the Martians’ plans to 
destroy the Earth, or a Knight of Old might be seeking 
buried gold. 


Dungeon levels 

Once you have collected the treasure from your 
dungeon and escaped alive, you can have further 
adventures in your fantasy world by inventing more 
dungeons, which should get progressively more 
difficult. Your character must gain experience in the 
easier dungeons, though, before he can try his luck in the 
more dangerous ones. 


¥ 


Here is a picture of some 
dungeons. There are three 
levels. The top one is the 
first one you enter and is the 
easiest to survive in. They 
get more dangerous as you 
go down but there are 
greater treasures, too. 
When you plan your 
dungeons it is up to you to 
grade them so that courage 
and experience are 
properly rewarded. 


To play a fantasy game, you first need a dungeon and a character who is armed and 
ready to enter it. 



Inventing a character attributes, such as strength, agility, aura 

(magical ability) and so on. These are 

A character is the hero who enters your decided before the game starts. In 

dungeon. Like everything else, he should fit Dungeon of Doom the computer gives you 
logically into the setting. A Knight of Old a score beside each attribute which shows 

wouldn’t get far on an alien planet. how much of that quality your character has. 

Every character in a fantasy game has Y ou also get a few modification points with 

Barbarian Knight Scholar 


Very strong atuijierce. I 
Loves to light, 
intefuqence. 


Low intelligence. 
No magic ability' 


Also strong, 6ut more 
, intelligent. Does tiot 
always rush into a fight. 
No magic. 


Less strong, 6ut stiff a | 
good fighter. 


High intelligence. 
Some magic ability. 




1st dungeon 


Goblins 


Skeleton 


Deadly snake 


2nd dungeon 


Magic potion 


3rd dungeon 


Magic sword 


Jewels 


which you can change your scores if you 
want more intelligence, or less strength, for 
example . 

The attribute scores determine your 
character-type. If you use your modification 
points to change them, then your character- 
type may change, too. (Making a character 

Magician Thief 


for Dungeon of Doom is fully explained on 
pages 18-19.) 


These pictures show some possible 
character- types and their attributes for a 
typical dungeon setting. It’s your job to 
make the best use of your character’s skills, 

Dwarf 
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I Evil sorcerer] 
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Not strong; avoids 
physical combat. 
Very intelligent. 
Uses powerful magic. 


I flirty strong and mtef%mt.| j Tough and violent, despite 
r ‘ " ‘ being smalL Has some les 


Avoids combat, defers to 
I use cunning where possible. 
No magic. 


ser 


magic abilities, like seeing 
in the dark. ’ 
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Trading post and dungeon master 

In most fantasy games, the character you create will have the chance to visit a shop 
or trading post to buy provisions before setting off on a quest. Dungeon of Doom 
follows this pattern and presents the player with a choice of armour, weapons, 
food, magic items and lights which the hero can buy. The computer shows how 
much gold the character has to start with and he can spend it as he likes. 


Metal armour is 
strong but also 
heavy. Slows 
character 
^wn. Leal 
armour is 
lighter and 
more flexible^ 


Here are some weapons and armour yourhSro^ 
'might carry. 

Below are some of the magic items you might 
^use. 

Necronomicon 
(book of spells used 
by a necromancer, 
who calls up the de 

Amulets 
(ornaments 

it' ifiiM with magic signs 

fir l/l/li to ward off evil). 


Sr 

Magic scrolls 

'Magic potions to 
heal wounds. 


What different charactersbuy 

In most fantasy games, the rules limit what 
each character-type can buy. This makes 
things fairer. A magician, for example, may 
be allowed to buy magic items but no heavy 
weapons, while a barbarian can buy arms 
and armour but no magic. This means that 
each character-type must fight according to 
his special skills. 

In Dungeon of Doom the computer 
refuses to let certain character-types buy 
certain items, so that none of them has an 
unfair advantage. When you create 
different dungeon settings and character- 
types you will probably find it necessary to 
have limitations like these, too. 


Bargaining 

It is quite normal to bargain for goods in the 
trading post. The computer allows the 
^ player to bargain in Dungeon of Doom, but 
may not accept his first offer, so he must 


keep trying until the price is agreed. The 
Book of Lore on page 29 tells you how you 
can spend your gold and bargain for goods 
in Dungeon of Doom. 


\ 








Vv 



The role of dungeon master 

The dungeon master invents the dungeon and everything in it, and stocks the trading post. 
He directs the game, warning your character about danger or treasure. He does not usually 
take a character and join the quest. 


Wine 


All characters need food and 
clothing, of course. 




All sorts of other things might 
be useful and could be for 
sale. 


Who plays the dungeon master? 

In Dungeon of Doom you are both dungeon 
master and hero. You create the dungeon, 
then, when you enter it as a character, the 
computer takes over the dungeon master’s 
role. You can find out how to create your 
own dungeons on page 28. 


ip in the dungepft, ana 
i’t forget fuertor it and 


something to light it wit] 


The computer as dungeon 
master 

The computer keeps track of the state of 
play. It reveals the dungeon as your 
character explores, and changes his 
attributes as things happen to him. For 
example, his strength score will go down 
during a fight, and his experience score will 
increase. All the treasure he finds is 
recorded, too. 


An unknown dungeon 

You will probably not remember the exact 
location of objects in your dungeon, 
especially if you create more than one level 
at a time. However, if you want the dungeon 
to be a complete surprise to your hero, 
perhaps you could persuade someone else 
to design it for you. You and a friend could 
make dungeons for each other. 


Practise being 

dungeon 

master 

Try to think what the 
characters might need 
for a fantasy game in 
space, or in vampire 
country, or in a detective 
story setting? These 
shopping lists will give 
you a start. 


Disguises 

Bullets 

Pistol 
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The Dungeon of Doom program 


A good computer fantasy game program must let you make dungeons and 
characters, and must have exciting action routines, too. Each of these uses memory 
space and you might not have enough room if you try to put them all in one 
program, so Dungeon of Doom is divided into three shorter programs, called the 
dungeon generator, character creator and game module. Each one is kept on a 
separate cassette and you use them one at a time. 




This screen shows a partly-designed 
dungeon, made using the dungeon 
generator program. * This allows you to 
place objects on the dungeon plan using 
graphic symbols. You move the cursor into 
position, then place an object there by 
pressing a number key. Each symbol 
occupies a letter-sized space on the screen. 


% 

The whole dungeon plan is 15 x 15 spices. 
This leaves enough room on the screen for 
the rest of the display (messages and 
attribute scores) and does not use up too 
much memory when fed into the game 
module. Once you have typed the program 
into your computer you can save it on a 
cassette. Then save the dungeons you plan 
on the other side. 



CHARACTER CREATION 


The character creator 

4 


Modi fic-ntiom 
ffelMTS 




T, 

/ cha 


Save 

characters 


STRENGTH 

VITALITY 

AGILITY 

INTELLIGENCE 

EXPERIENCE 

LUCK 

AURA 

MORALITY 
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The screen above shows a character being 
made using the character creator. * This 
program is in four “pages”, which appear on 
the screen one at a time. The first page 
shows attributes and modification points for 
changing them. Any modifications you 
make may change the character-type, 
which appears on the screen. You cannot 
modify the experience score; more points 


must be earned. 

The other three pages offer goods for 
sale and gold coins to spend. There are 
limitations on what items different 
character-types can buy, and they can all 
be bargained for. Finally, you can name 
your character, using up to ten letters. 

You can save the character creator on 
one side of a cassette and any characters 
you make on the other. 


The screen displays may vary slightly from these on different computers. 


The game module 


The game module is the program you use 
when you are ready to play the game. It 
asks you to load a hero and a dungeon from 
their cassettes, so you must design at least 
one of each beforehand. You load the hero 
first and the computer looks at his 
experience score. Then when you load a 
dungeon it compares the dungeon level 


number with the hero’s experience. It will 
not allow a character to enter a dungeon 
level that is too advanced. 

The game module must contain data to 
interpret the dungeon and character that 
are loaded, but does not need to know how 
they were made so the data doesn’t take up 
much memory space. 





By using three cassettes like 
this, you can make or erase 
dungeons and characters as 
you like and save a current 
game without accidentally 


Only attributes that change 
appear on the screen. The 
others, such as luck, affect 
the outcome of various 
actions but remain constant 
once the character has been 
s. made. * 


What you see on your screen 

The game module sets up your screen as 
shown below. * The graphic symbol that 
represents your character is placed in the 
entrance to the dungeon you have loaded. 
The attributes are displayed on the right of 
the screen. The rest of the dungeon is in 
darkness, waiting for the hero to explore. 


StartinQ 

Scopes 


The computer numbers your 
dungeons so you can save 
them one after the other, with 
easier ones first and more 
difficult ones later. The 
object of the Quest (the Lost 
Idol) should be in the last 
dungeon. 


TO OR CHARACTER 


Load dungeon 


MESSAGE. 




WILL : WANDERER 


Save game 


e r* 


Load character 


Saving the game 

You can save the game module program on 
one side of a third cassette. You can then 
save a game in the middle of play on the 
other side. The attribute scores and the 
hero’s position in the dungeon will be saved 
so you can start again where you left off. 


hat happens in the game 

All the moves the hero can make are in the 
game module program. There are routines 
which allow him to Attack, Reveal, Get, 
Conjure etc. There are also routines which 
automatically activate monsters and traps. 
As the hero moves through the dungeon 
and the computer activates these routines, it 
also has to update his attribute scores, 
which change according to what happens. 


excusing pdxi ui me prugrcu 

Remember to label your 
cassettes clearly. 




What the game module does 

These two pages show you the structure of the game module program. The actions 
in the blue boxes show the main order of events. If you follow the red line from 
START you will discover how the computer works through the program and does 
all the jobs necessary to play Dungeon of Doom. 


Which 
sub- 
routine 
do I 
need? 


REVEAL 

ATTACK 

CONJURE 


r 




MOVE 4 


CHANGE 

DIRECTION ◄ 




L_ TAKE 


GET 


6 . These are the moves the 
player can make. Each one 
involves a complete set of 
actions started off by the 
player’s instruction. Each 
set of actions is called a 
subroutine. There are more 
subroutines than is 
suggested here, as, for 
example, when you Conjure 


there are eight different 
spells to choose from, and 
Attacking uses different 
subroutines depending on 
how the battle goes. 


SOUNDS 




CHARACTER 

FAOMq 

EAST 


7 . These subroutines are not chosen by the 
player; they are activated by the 
subroutines in the yellow boxes. There is a 
message at the end of each subroutine to 
send the computer back to the next action in 
the main order of events (the next blue box). 
The computer will repeat a subroutine 
every time it is told to. 


* 


[ Does this sub- 
routine use a 
noise? 



iFAONQ 

WEST 


This is what I 
need to know. 


FAClNq 

NORTM 


FAClNq 

'Sooth 




1 0 . If there are no monsters or traps to 
be activated, the computer moves on to 
the next action. 

Which character will it be today? 
Barbarian, Warrior, Wanderer, Mage 


2 . Here is the INITIALIZATION 
section. It contains data stored in 

arrays. How you set up arrays and why 3 . Next, the computer reminds the player 

they are kept at the end of the program to load the hero and dungeon he wants to 

is explained on page 14. use from their cassettes. 


INITIALIZATION 



LOAD 

CHARACTER 


m 


LOAD 

DUNGEON 
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1 . The first thing the computer does is go 
right to the end of the program to the 
INITIALIZATION section. This is where the 
information, or data, for the game is stored. 


START 




You* 

CHA AACTEft 

/ 

Right! 
Off I go. 




4 . The computer now has all the 
information it needs to play the game. It sets 
up the screen ready to start by putting the 
hero at the entrance to the dungeon and 
displaying his attribute scores on the screen. 

5 . It then checks the keyboard to see if the 
player has pressed a key to tell his 
character what to do. If he has, the 
computer will branch off from the main 
order of events to deal with the action chosen. 


SETUP 

SCREEN 


PLAYER’S 

MOVE 


ft 


SMOTHER J 

MonSTTER. ' 


Monster 

t 


8 . Sometimes the computer makes a move 
in response to the player’s move. These are 
also dealt with by subroutines which are not 
in the player’s control. 


ACTIVATE 

MONSTER 


ACTIVATE 

TRAP 




COMPUTER’S 

MOVE 


9 . Here are the 
subroutines the 
computer can use. 
They activate 
monsters and traps. 

TRAP 


1 1 . Before the player can give the next 
instruction, the computer has to calculate 
the new status of dungeon and character. 
These are affected by everything that has 
happened in the subroutines activated by 
the player’s last instructions. 

If the hero is still alive, the computer goes 
back and waits for the player’s next 
instruction. If he has been killed, it ends the 
game. If the player wants to interrupt the 
game, the computer can save it. 


UPDATE 

STATUS 


END 


SAVE 


DEAD 


'J 
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What the dungeon 
generator and character 
creator do 

On the last two pages you saw how 
the computer works through the 
game module program. The 
dungeon generator and character 
creator programs have a similar 
structure, although they are shorter 
as they have fewer jobs to do. 

This is what the dungeon generator 
program looks like: 

START 


MOVE 

CURSOR 


PLACE 

OBJECT 


SETUP 

SCREEN 


PLAYER’S 

MOVE 


SAVE 

DUNGEON 


INITIALIZATION 


And here is what the character 
creator program looks like: 


ALTER 


START 


SETUP 

SCREEN 


PLAYER’S 
MOVE 


UPDATE 

SCREEN 


SAVE 

CHARACTER 


INITIALIZATION 


Storing the data 

Here, and on the next nine pages, you 
will find explanations of how the three 
parts of the program work. On this page 
you can find out about initialization. 
Each part of Dungeon of Doom has its 
own initialization section, and it is this 
which contains the data the computer 
needs to run the program. 

To put data into the computer you 
have to tell it to put aside space in its 
memory. This space is called an array 
and it is like a row of boxes. An array for 
Dungeon of Doom might look 
like this. 


T Your array must 
, have a name so it 
[can be found again 
^easily^ 


The array below is called T$ (you say “ T 
string”, or “ T dollar”). It contains the 
messages to be used in Dungeon of Doom 
It has to have the sign $ after its name 
because the data in it is words. It is called a 
string array. A numbers-only array can be 
labelled without the $. These lines from the 
game module show how to set up this 


r T$(7) is the message “NO LIGHT”. 
^ What is T$(3)? Answer on page 47. 


If you compare these with the game 
module, you will see the similarities. 


Machine specific conversions start on page 45. ** Answers on page 47 









First you must tell the 1 
computer how many boxes 
\ you’ll need. This is called 
^dimensioning” the array. , 


Each box has a number and 
holds one item of data. 


In BASIC you write 
DIM to dimension an 
array. Two arrays 
[ are dimensioned here. 


Here are the 
messages. There"] 
are 12 of them.1 


2620 DATA “THE MONSTER IS SLAIN*, “NO LIGHT", ‘BROKEN THY “,“SPELL EXHAUSTED’ 

2630 DATA "PRESS ANY KEY*, "YOU NEED EXPERIENCE", "EXIT FROM THIS LEVEL" 

FOR 1=1 TO 12 , To put the data in the array thee 

2650 READ T$(I) loops round 12 times and puts o 

2660 NEXT I data from the data list into them 


[These 

computer 1 


To put the data in the array the computer 
loops round 12 times and puts one item of 
data from the data list into the next space in 
the array each time. 

Whenever a message is needed during 
the game it will be referred to like this: 
T$(5), where the number in brackets tells 
the computer which box to look in. 


2D arrays 

T$ is a one-dimensional (ID) array. Dungeon of Doom 
also uses two-dimensional (2D) arrays. A 2D array is like 
rows of boxes stuck together in a unit (see picture 
opposite). This unit stores the room-contents of the 
dungeons you plan. It is called R and contains 15x15 
boxes. You dimension it like this: DIM R( 15, 15). A box in 
the unit is referred to like this: R(3,2). The first number is 
the column it is in, and the second is the row. 

The character creator uses a 2D array for the four 
pages of attributes and possessions. Each page holds 
eight items. To refer to any individual item, you tell the 
computer which page it is on and its position in the list. F 
is the label for attribute scores, so F( 1 ,4) is the fourth 
attribute on the first page. 


Why initialization 
is at the end 

Although the computer 
reads the initialization 
section first, it is placed 
at the end of each of 
these programs. 
Initialization is a large 
block of data, occupying 
many lines. If it were at 
the start it would slow the 
game down, because, 
whenever the computer 
is sent to find a 
subroutine, it checks 
every line number from 
the beginning until it 
reaches the right one. 



How the dungeon generator works 



In the dungeon generator program you 
use graphic symbols that are not 
standard in your computer’s memory - 
monsters, potions, treasures and so on. 
These are called "user-defined 
graphics” and are programmed in the 


initialization section. 

The example below shows how the 
potion symbol was designed and 
programmed. The same method is used 
whatever micro you have, although the 
commands may diffe 



\ &n- « piece of paper 
dnccO a grid of- 8*8 
Spmnss bo rtpresenc the 
Space- your Symbol urilL Occupy ■ 

Yevr ouhote. Screen- h made up tiny 
Scfyons and aOC keyboards SymboiA 
are, defined in an area of 8x% 
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no to by rcvj. To do this ,yov number 
the columns as in the picture. 'Then 
give a value to each rood by addina 
together the numbers at the bop dp 
each column cohere there Is a Shaded 
Square . 


1030 DATA 0,60,24,60,126,126,126,60 

The way you feed this data into your 
computer varies enormously. Space has to 
be found for it in the memory, where 
everything is referred to by code.( Most 
micros use the same code, called ASCII - 
American Standard Code for Information 



Interchange). Many of the available code 
numbers are used to refer to the keyboard 
symbols and other data the computer needs 
to work. But most computers have some 
“spare” code numbers that can be used to 
label new data put in by you. 



Putting symbols on the 
screen 

You place symbols on the screen by 
pressing a number key. The computer 
needs instructions for relating the key you 
press to the ASCII code for a particular 
symbol. Here are the lines that do this: 




16 


A number is the same as any other 
eyboard symbol to the computer and is 
referred to by an ASCII code. VAL tells the 
computer not to refer to the code for that 
key, but to its face value. 


R(X,Y)= location CO=OS+6 I=keypressed 

OS is an offset number, used to calculate 
ASCII codes for graphic symbols. Here, 

OS = ASCII code for the first symbol. The 
next one is OS+ 1, and so on. However, the 
first five symbols are only used in the game 
module (see page 44) and do not relate to 
number keys, so a definition CO is 
introduced. CO = OS +6 (see line 770). The 
computer now skips the first five symbols 
and calculates CO + 1 to find the correct 
code. 


More routines in the dungeon generator 

The dungeon generator’s job is to let you your dungeon plan. Here are the commands 

position the symbols you have defined on that allow you to do so: 



Moves cursor to 
the right. 


Saving the dungeon 


The symbols that come 
between “/” and in the 

computer’s memory are 
numbers. 


— i-pv Sends the computer to the Help 
H \ routine, which reminds you 

which number represents which 
symbol. 


Moves cursor up 
screen. 


120 IF I$=-A B AND Y>1 THEN LET Y=Y-l 
° 130 IF 1»= , Z‘ AND Y< 15 THEN LET Y=YH 
° MO IF If="N* AND X>1 THEN LET X=X-1 
r— 150 IF Ii=*IT AND X<15 THEN LET X=X+1 
a 160 IF !$>“/■ AND IK':’ THEN 


Saves dungeon 
(see below). 


Moves cursor 
down screen. 


Moves cursor to 
the left. 


Finally, the dungeon generator must allow 
you to save your dungeon. It does this by 
remembering which symbol is in each 
location (a blank counts as a symbol, too) 
and saving this information in a long line as 


a string variable, called S$.S$ can then be 
loaded into the game module. Here you 
can see the save and load dungeon 
routines side by side. 


DUNGEON GENERATOR 


7 


460 LET S$=” — 

470 FOR J=1 TO 15 
480 FOR K=1 TO 15 


490 LET SI=St+CHR$(R(K,J) 
500 NEXT K 
510 NEXT J 


S$ is loaded into game. 


Dimensions of dungeon 
in both pro 




CHR$ tells computer that the ASCII code 
in location R(X,Y) represents a symbol. 
ASC “decodes” CHR$ in the game module. * 


520 LET St=S$*CHR$lIX*0S): 
LET St=SI*CHR$(IY*0S) " 


T 


~nm 


GAME MODULE 

PRINT tab(0,3); "PREPARE DUN6EQN TAPE' 

1780 LET H$=T$(10):GQSUB 370 
1790 OPEN 1,1,0,-LEVEL- 
1800 INPUTE1 ,S$ 

1810 CLOSE 1 
1820 1=1 

1830 FOR Y=1 TO 15 
1840 FOR X=1 TO 15 

1850 LET R(X,Y) M ^ A 

=ASC (NIDKSI, 1,1 ) ) — M™* teUs computer to 

1860 LET 1=1*1 
1870 NEXT X 
1880 NEXT Y 


pick a symbol out of the 
middle of S$/ 


1890 LET H=ASC(HIDftS*,I,l))-0S— I 
1900 LET IY=ASC(HIDt(S$,I*l,l) )-0S 


Location of entrance is saved by adding OS, 
and loaded into the game by subtracting OS. 


530 LET St=St*CHRt(LE*0S) 

540 PRINT tab (1,4) "AMY KEY TO SAVE";: 
GQSUB 430 


550 OPEN 1,1,1, "LEVEL" 

560 PRINT£l,St 
570 CLOSE 1 
580 PRINT tab (1,4); 
LEFT$(B$,N) 

590 LET LE=LE*1: GQSUB 700 
600 RETURN 


1910 LET LE=ASC (HI Df 
<St,I*2,l))-0S 


Level number is also saved and loaded by 
adding, then subtracting OS. 


This makes 
sure the level 
number 


level 
number against 
character’s 
experience score 
(F= array of 
attributes - see 
2D arrays on 


1920 IF LE>F(5) THEN G0SUB 1960:6010 1770 

1930 GQSUB 2790 

1940 LET NX=IX:LET NY=IY:LET 0X=NX:LET 0Y=NY: 
LET DX=255 

1950 RETURN 


' Noton the Spectrum. Conversions are given where these commands occur. 






How the character creator works 

These pages look at the character creator. Initialization is at the end of the listing as 
usual. Have a look at the arrays. It is easy to pick out F$, which names the 
character’s attributes and goods for sale as it is a list of words. But there are two 
number arrays which you mayfmd co nfusing. Th ese areexplained below. 

1320 DfiTQ 


T240 DATA2 

1250 DATA ' 

1260 BATA 20,1 



This array is) 
called F. It 
contains the 
prices of 
goods on sale. 


Remember F is a 
number array and 
F$ is a word 
array. They are 
two completely 
different things. 



This one is called P (for “protection”). r 
numbers show how much offensive power 
(magic, weapons) or defensive power 
(armour, potions) the goods in F$ have. The 
computer uses these values in action 
routines in the game module. 


Flags 

Here is another number array which looks 
rather different. 

1140 DATA‘00001 ",“0001 1“,* 10011“ 

O 1150 DATA’OOOir.'OOOir/lOOir 

0 1160 DATA’ 11 100" , “00100“, “11100“ 

These sets of Is and Os are called flags. For 
each of the goods in F$ there are five flags, 
which indicate whether a certain character 
can buy that item or not. 


Routines in the character creator 



The lines below define the character-type 
according to changes in important attribute 
scores. If you look in F$ and C$ to find the 
words you need you can “translate” these 
lines into sentences: 


120 If intelligence score is more than 6 and 
morality score is more than 7, then 
character-type will be a cleric. 

See if you can write similar sentences for 
the other three conditional lines. * 


To find out whicli 
attributes are 
concerned, read F$. 
The section on 2D 
arrays on page 15 
tells you how. 


120 IF F(l,4)>6 AND F(l f 8)>7 THEN LET C=2 

130 IF F(l,4) >8 AND F(l,7)>7 THEN LET C=3 

140 IF F(l,l)>7 AND F(l,8>>5 AND F ( 1 , 1 > +F (1 , 2) >10 THEN LET C=4 

150 IF F ( 1 , 1 ) >8 AND F ( 1 ,2) +F ( 1 , 3) >12 AND FU,8)<6 THEN LET 05 
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Finding items on the lists 

The character creator is in four pages with 
eight items on each. The line which tells 
the computer which item you want to 
modify or buy looks like this: 

270 LET N=8*(J-2)+K 

N is the item you indicate with the cursor. 

J is the number of rows used on each page. 

K tells the computer how many rows to go 
down the page to find the item. 

8 tells it that there are 8 items on each page. 



> STRENGTH 

12 

VITALITY 

10 

AGILITY 

10 

INTELLIGENCE 

4 

EXPERIENCE 

1 

LUCK 

3 

AURA 

2 

MORALITY 

1 


' Answers on page 47. 




Bargaining 

Bargaining is an important part of the 
program. Here’s how this routine works. 


Subroutine 860 tells 
computer where to 
display message. 


► You type in ] 
the amount ^ 
you offer. 


This calculates 
the bargain 
price (which 
you are not 
told). BR= a 
random number 
between 1 and 3. 


570 LET H$=°*:60SUB 860 
580 PRINT tab (2,2); "YOUR OFFER"; 

590 INPUT OF 
600 G0SUB 680 

610 IF 0 (N) >0 AND N<23 THEN LET 
"YOU HAVE IT SIRE": RETURN 
620 LET PR=F(J,K)-BR 

630 IF H<PR THEN LET f1$=“Y0U CANNOT AFFORD": 
RETURN 

640 IF OF >PR AND Y=1 THEN LET 0(N)=0(N)fp(N) : 

LET H=H-PR: LET M*=“TI3 YOURS'" 

650 IF 0F<PR AND Y=i THEN LET «$= H 0FFER REJECTED" 
660 IF H<0 THEN LET H=0 
670 RETURN 


If offer is equal to or more 
than bargain price, you can 

Saving the character\ have item - If not > y° u can’t 


This subroutine 
checks if flag is 
on or off, to tell 
the computer if 
the character can 
buy this item. 


This prevents you 
buying more than one 
of each item, except 
potions and salves 
(objects 23 and 24). 


H=gold coins left. 
If it’s not enough 
to pay the original 
price of the item, 
you can’t buy it or 
even bargain for it. 


Your character is saved in a similar way to 
the dungeon (see page 17). The data in this 
case is not graphic symbols, but numbers. 
However, to avoid the numbers being 


confused with ASCII codes already in use in 
the game module, they are saved as if they 
were symbols by adding an offset number, 
AS. 


— / CHARACTER CREATOR /- 


420 LET 0=0*3 " 


Number of objects. 


430 LET S4=CHR$ l0*AS) ■ 


AS added to value of object (O) to save it. 


440 FOR 1 = 1 TO 8- 
450 LET S$=S$+CHR$(F<1,I)+AS> 
460 NEXT I 
470 FOR 1=1 TO 0 
480 LET S$=S$+CHR$(Q(I)*AS)— 
490 NEXT I 


The first eight 
numbers are 



These are the values of the objects. 


500 LET S$=StfCHRKH*AS}- 
510 LET S$=S$+CHR*(AS) — 


520 LET S$=S$+N$+ * :'+Ct(CP 

530 OPEN 1,1,1, "HERO' 

540 F‘RINT£1,S* H 
550 CLOSE 1 
560 STOP 


C$(C) = name 
and type of 
character. 


Starting values (SI, S2, and S3) 
are recorded for strength, 
vitality, and experience. 


U' 




GAME MODULE 


2030 OPEN 1 ,1,0, “HERO" 

2040 INPUT£I,S$ — ■■ ■ 

2050 CLOSE 1 
2060 LET T>=2 

2070 LET 0T=ASC(HID$ (S$, 1 , 1) )-AS- 


Loads S$ 


AS subtracted and CHR$ “decoded” by 
command ASC*. 


2080 FOR 1=1 TO 8 

2090 LET F(I)=ASC(H!D$(S$,P,1))-AS 
2100 LET P=P + 1 —————— 

2110 NEXT I 
2120 FOR 1=1 TO 0T 
*2130 LET 0(I)=ASC(HID$(S$,P,1) )-A5 
2140 LET P=PM 
2150 NEXT I 

2160 LET GC=ASC(HID$(S$,P,1))-AS 
2170 LET TR=ASC(HIB*(S$,PM,1))-AS 

2180 LET C$=RI8HTI ( S$ , LEN ( S$ ) - (P+ 1 ) 1 
2190 LET S1=F ( 1 ) : LET S2=F(2):LET S3=F'5' 
2200 FOR 1=1 TO 2 
2210 FOR J=1 TO 3 

2220 LET Hi(!-l)t3+J)=QU6M)*F(7> 

2230 NEXT J:NEXT I 

2240 IF 0(16)=1 THEN LET LT=20 

2250 RETURN 


Moves one 
row down 
to print 
next 
number. 



magic 
available to 
character. 
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'Not on Spectrum. Conversions are given beside listing, where necessary. 





How the game module does its job 

The game module deals with the hero's encounters with objects in the dungeon. 
The graphic symbols for these objects are defined as C0-C8, so you can specify 
certain symbols, or groups of symbols. C7 is the last object before the monsters, for 
example, so you can say that objects with a value of more than C7 should behave 
like monsters. 

Service subroutines 

These subroutines are shown in the pink 
box in the picture on pages 12-13. They are 
routines for messages and sounds which 
are frequently activated by the action 
subroutines (in the yellow boxes). 

380 PRINT Ub(G,5);N$ 

390 LET It=inkey$ 

400 IF I$= M * THEN GOTO 390 
410 PRINT tab (0,5) ; LEFTS - 
; : LET 11*=" 



The one above tells the computer to print a 
message, then wait until a key is pressed. It 
is used in the conjure routine when you have 
to choose a spell. The one below prints a 
message on your screen for a 
short time. 


j? 430 paper 2: ink 0 
4440 PRINT tab(0 f 5);H$; 
.450 FOR 0=1 TO 600: NEXT f> 
460 PRINT tab (0,5) ; LEFTS 
(B$,N) ;:LET H$=" 


Here are some more 
screen handling commands.] 


k Message stays 
on your 
screen while 
computer 
counts to 600 ., 


Screen-handling 



In both message subroutines (see left) 
there are screen-handling commands 
to tell the computer any colour changes 
you want to make and where to print on 
the screen. Different computers have 
different colour commands. The 
Commodore 64 has special colour 
keys. The Spectrum uses PAPER 
(background) and INK (foreground) 
plus a number code. The BBC and 
Electron use COLOUR, followed by a 
number to indicate which colour. 

PRINT (Commodore 64, Vic), PRINT 
TAB (BBC, Electron) and PRINT AT 
(Spectrum) are commands telling the 
computer to print something at a given 
location. The lines on the left contain a 
print command which indicates 5 lines 
down from the top of the screen and 
starting at the left-hand edge (0 is the 
first available space to print in). * 


Sounds 

The other service subroutines are sounds. Sound commands vary, but they must give 
volume (how loud), pitch (how high) and duration (how long). This is easy to see on the BBC: 

volume >^13^01^/ duration 

350 S0UND1 , -15 , J ,2: RETURN 
360 S0UND0, -15,7,3: RETURN 



The Commodore 64 has to POKE the data for sounds into registers (special locations for 
sounds in the memory). Two sounds are used, a “beep” and a “swish”. The Spectrum can 
only make “beep”-type sounds, so two different “beeps” give the different effects. 

In the first line given above, a variable, J, has been used for the pitch, so you can give 
instructions like this: 



1350 FOR J=l TO 20 STEP 4 
1360 G0SUB 350 
1370 NETT J 
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These lines will work on all the computers. This causes the pitch to rise from its starting point (1), 
to a much higher pitch (20), not by producing every sound on the scale, but only every fourth 
sound (STEP 4). 


Machine-specific methods of giving screen-handling commands are given on page 32. 


First the computer must check to see whether your character can use magic. Here is the 
subroutine which does this: 


1000 PRINT tab(0, 1) ; “YOU NAY USE NAGICKS"; 

1010 if 0(17) >0 THEN PRINT tab (0,2) ; "FROM NECRQN0MIC0N*; |_theNecronomicon,0(17),or 

Scrolls, 0(18) and print a 
message. 


1020 IF 0(18) >0 THEN PRINT tab (0,3) ; “FROM THE SCROLLS"; 

1030 PRINT tab (0,4) ; "CONSULT THE LORE" 

1040 LET M$- “USE SPELL NUMBER?" :G0SUB 3 7 1% Sends computer to first type of message 


These lines check if you bought 


1060 IF SL=0 OR (0(171=0 AND SL«* OR 
(0(181=0 AND SL>3) OR SL/6 THENG0T0 1040 

If you press the number of a spell you have not 
got, computer asks you to try again. 

1070 LET tt (SL) =H (SL) -1 : LET X=NX:L£T Y=NY — 
1080 IF IKSLKQ THEN LET N$=j*^JT:LET SL=7- 


L subroutine (see service subroutines, page 20). 
SL = spell , V AL(I$) = number key pressed. 


| — Subtracts one “go” from your stock of 


the spell you have just used. 

Tells you if you have run out of a spell. | 

1090 FOR J=1 TO 5: PRINT tabTo.J) ;LEFTI(6I,J> :MEXT J:G0SUB 570 

1100 ON SL GQSUB 1140,1190,1220,1280,1300,1390,1130 Subroutines for each spell, as 

1110 LET F (5>=F (5) +.2 described^^^ * 

1120 8QSUB 430 


Powersurge. Gives strength, F( 1), anc 
k vitality, F(2), a boost beyond their starting 
values to make character extra strong. 

1280 LET F (2) =F(2) +rnd (M(SL) ) : LET 
F(l)=F(l)+rnd(H(SL)):LET F(7)=F(7)-1 
1290 RETURN 


Sanctuary. If room character is in (RH) is 
empty, it turns into a protected space (C7) 
where he can hide. 

1190 IF RH=C0 THEN LET R(NX,NY)=C7 

1200 LET J=100:60SUB 350: LET J=200:60SUB 350 

1210 RETURN 


Metamorphosis; Whatever is in this 
location becomes a different object at random. 

1300 FOR J=1 TO 30 

1310 LEI R(NK,NY)=rnd(8)H*C0 / 

1320 G0SUB 350: G0SUB 370 
1330 NE1T J 

1310 IF RH<C7 THEN LET DX=255:LET- MS=0 
1350 FOR J=1 TO 20 STEP1 \ 

1300 G0SUB 350 
1370 NETT J 

If it is used on a monster and new object is 
NOT another monster, this line tells the j 

computer there is no longer a monster . 


Teleport. Transports character to 
random new location. Old 
location becomes a blank. 

1220 LET NX=rnd ( 1 3) : LET NY=rnd(13) 

1230 FOR J=0 TO 255 STEP8 
1240 6QSUB 360: 60SU& 350 — I 
1250 NEXT J 
1260 60SUB 480 

Here are the sound routines again. 


1390 LET F (2) =S2: LET f(i)=St:LET 

F(7)=F(7)-1 

1400 RETURN 

Healing. Restores strength and 
vitality to their starting values. 


Superzap. These are sound subroutines. 
Computer loops through them twelve times. 

1140 FOR M TO 12 

■1150 60SUB 350: 60SU8 360 # ^ 

1160 NEXT J 

1170 IF DX<255 THEN LET X=HX:LET Y=MY:60SUB 940 
1180 RETURN \ 

If there’s a monster, computer goes to > 
routine to “kill” it (remove it from screen]? J 





More routines in 
the game module 

Here you can see the remaining action 
subroutines in the game module. In 
these routines you will find that all the 
character's attributes and objects 
carried come into play. 
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Reveal 

A character who is carrying a light can 
reveal a section of the dungeon, if he 
chooses. An area of 3 x 3 squares will be lit 
up at once by activating the room-contents 
routine (above) for each location. If there is 
a monster in this area, it will be activated. 
Every time it is used, the computer 
subtracts one from the number of times the 
light can be used. 
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If the character has no light, | 
this message tells him so. 




1490 IF LT=0 THEN LET K$=T$ (7) i 60SUB430 
RETURN 

1700 FOR Y=NY-3 TO NY*3 
1710 FOR t=NJ-3 TO NI*3 
1720 IF (DO AND K14) AND (Y>0 AND Y<16) 
THEN G0SUB570 
1730 NEXT I.NEIT Y 
1740 LET LT=LT-1 
1750 RETURN 


x. 
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Monster attacks <V_r 

W 0 LET WIEI " V - nm!L£1 

0l=3:LET LI-»:LET LT-T 

rk=rimx,m 


n y , y.ict Y-Lt:60SUB 570' 

H=W*.5:LET J=H: 6QSUB 350 

,90 IF H ‘ 1 K /,!c! ! F G osub' 430 : GOSUMtO 1 

sswraassTT 1 

730 LET 1=1: LET NB=0:LET NB=rnd(N> H 
7 ,0 LE 7 J=HT:SQSUB 350:60SU8 360 
0 «B= ftHDOUDO THEM G0SU1 , 780 

Slim nE.uiw«.wi»- 

770 RETURN .... .^$(I):60SUB 430J 

SSSSKKS"--- 

800 RETURN f (i)=0:60SUB M0 


1011 1 

fw 

) v 


If the room-content* routine reveals 

.JJr.symbolot 

monster-type, M . MV= monster’s 

character to be activate . 

. rtailBtotmce batwaen nroiwteraa 

monster symbol in new P°** l *® n d ^ 
new roeneter d chaIa cter is 

If diatane* betwee n moMte r 8^1^^ 

■== 2 S&- 25 KS. 
■££»«« k 

rm andvitality,F(2),godown. 

5 ieS; and .,m has . weapon, ,h« 

' ‘dentine a. line JSO r** *”““£ m WS. 
“BROKEN THY” plus weapon nam 

Character Sounds 

and^nessagestell you the character is dead. 

These 9 taes save the dungeon contents and 
character’s attribute scoresinthe same way 
f as in the dungeon generator and character 
creator, only the graphic symbol that 
represents the hero is saved, too • 

2260 2260 LET NI=*0NE N0NENT PLEASE* tBOSUB 430 


2270 LET St=**:LET T$=" 

2280 FOR Y=l TO 15 
2290 FOR 1=1 TO 15 
2300 LET 1W$4CHRI««,T» 

2310 NETT I 
2320 NEIT Y 

2330 LET TI=TMCHR*(0S»NI> 

2340 LET TMTt*CHR$(0S*NY) _ 

2350 LET S»=S»*CHR»(AS*0T1“ 

2360 FOR 1=1 TO B 
2370 LET SMSMCHRMFUHAS) 

2380 NEIT 1 
2390 FOR 1=1 TO 0T 
2400 LET S*=SMCHRI (0(1 MASH 
2410 NEIT 1 

2420 LET St=SMCHRI(SC*AS) 

2430 LET S«=SMCHR»(TR*AS> 

i"fI ms -* ANY* KEY TO SAVE*:60SUB 370 

N il / ERO-rPRlNTEltSt^OSEl 

s: ss ■.•.■.■“■■“jTssr 1 

2480 LET FI=1 2490 


- These lines save the 

' dungeon by making 

string variable of 
the object-types in 
each location. 

And these lines save 

attribute scores and 

— objects carried in 
* another string 
variable. 
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De-bugging 




It is not easy to type the Dungeon of Doom program listing into your computer. It is 
very long, and just one mistake, or bug, could prevent it working properly. So take 
it slowly and stop to check what you have typed every 20 lines or so. Take a break if 
you feel your concentration is slipping. 



/Common bugs to look outfor/ 


Whenever you are programming there 
are certain bugs that frequently crop up. 
Take care, for example, not to confuse 
zero with the letter “O”, or the figure one 
with the letter “I”. Remember that every 


letter, number, space and punctuation 
mark is important. If you leave any out, or 
add extra ones, the game will be altered 
and may not even work at all. 



/ Long lines and brackets ~ 7 - 

In Dungeon of Doom there are a number 
of long program lines. The longer the line, 
the easier it is to miss something out so it is 
worth concentrating extra hard when you 
come across one. Calculating lines in the 
game module tend to be quite long and 
involved, like this one: 

850 LET H=F < 1 ) +0 ( 1 ) +0 (2) +0 (3) 
+0(4)+0(5>+0(7)+0(8)+rnd (F(6) ) 


This line calculates the character’s hit 
power. It uses a lot of brackets, which look 
confusing. Note especially the double 
bracket at the end. It is absolutely 
necessary to the sense of the line, so be 
sure not to miss it out here, or in other lines 
where it occurs. 





/Graphics behaviour problems / - 


If objects behave in a strange way when 
you play, such as your character cannot 
pick up a “gettable” object, or can walk 
through walls, you should check to make 


sure that the object-type definitions C0-C8 
(lines 2930-2940) refer to the right 
symbols, as the computer uses them to 
define the behaviour of objects. 




/ Missing data 


If you dimension an array and leave out 
one of the items of data that should go in 
it, your computer will look for the 
missing item in the next data line. 

Number 

DIM C ( 8 ) s' missing 

DATA 10,11, 1,4, 6,4,9, ▼ here. 

FOR 1=1 TO 8 READ CdhNEXT I 
DATA “SN0RD‘ , “ AXE D , 'DAGGER" 

The computer will attempt to find the 
eighth item on this line. In this example 
you get a “TYPE MISMATCH” error as 
the computer tries to put a word into a 
number array. Even if the data is 
compatible, you will eventually get an 
error message as there will not be 
enough data to fill the arrays. 


// Mis-loading 


If you load a dungeon when the game 
asks for a character (or the other way 
round) the computer will load what you 
feed it, but will not be able to make sense 
of it and you will get an unfamiliar 
arrangement of symbols on your screen. 
If this happens, you will have to reload 
the game module and start again. 
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Expanding the game 




On the right of this page and on the next two 
pages you will find some possible program 
alterations that you can experiment with. 


Once you are familiar with Dungeon of 
Doom, you will probably think of ideas 
for changing or improving it. Making 
alterations is a good way of practising 
programming. It’s a good idea to make 
small changes first . If you make more 
complex changes remember to check 
every part of the program that is affected. 
This is especially important in Dungeon 
of Doom as there are three inter-relating 
parts. 

Numbering new lines 

You may need to expand arrays, set up new 
ones or add lines. If you add lines, be sure to 
number them to fit between 
existing lines : 

*V A<i 

! 90 IF NX >15 Wt* 

LET RH-R(/ifx^yj 

You can insert new lines^ 
labelled 191-199 in here 
if you want to. 


Changing the Book of Lore 

If any of the changes you make concerns 
which keys the player uses, you should 
make a note of them. The Book of Lore on 
pages 28-3 1 contains the rules. You should 
add any new ones on a sheet of paper, or 
make your own Book of Lore in an exercise 
book or notepad. 


More monsters 

Adding more monster-types will make 
dungeons more dangerous for your 
character. Here is what you do: 

You must design a new monster symbol 
(see user-defined graphics on page 16) and 
add it to the other graphic symbols in the 
dungeon generator and game module. 

You must also change the lines that feed the 
data in (see how to do this on page 46). Your 
new monster will have a value of C0+ 12. 


The game module already states that any 
object with a value greater than CO + 8 will 
behave like a monster, so your new symbol 
will automatically do so. 

You must also change line 240 in the 
dungeon generator to read: 

240 IF 1=9 THEN LET I=rnd(4) 

This now allows for 
four monster-types. 


See page 32 for the 
* correct random 
” command 
for your machine. 


NOTE: A monster’s speed and strength 
are decided by how much greater than CO 
its code is (see line 650 in the game 
module), so the higher the code, the 
L stronger and faster it is. . 
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Additional room contents 


To include extra types of room contents 
you must design and program new 
graphic symbols to represent them. 
This time you don't want them to act like 
monsters so you must change line 590 in 
the game module to 
prevent this: 

590 IF ABS (DX) <4 OR (RH<=C7 OR RH>C8) 

THEN RETURN 


This new condition refers to 
symbols with a value higher 
, than the last monster-type 
,(C8). 


Here's how you could add 
a torch symbol 


1 . Design your torch symbol, 
label it and add it to the dungeon 
generator and game module. It 
can be called CO + 13. 


2 . You must allocate it a key in 
the dungeon generator, which 
you press to place it in a location. 
There are no spare number keys, ; 
so you will need to use a letter. 

Do it by adding a line: 


155 IF I$=*T* THEN R(X,Y)=C0+13 


Now the “T” key will place 
torches in the dungeon. 




3 . The torch is “gettable” so you 


must allow for this in the Get 
routine in the game module. You 
should add a line like this after 
line 1490: 


1495 IF BT=C0+13 THEN LET L=l+12 


This adds to your stock of light. 


4 . You could try reducing the 
starting level of L (line 2240 in the 
game module) to make finding 
261 torches more important. 



Secret squares 


You can create secret traps or cause 
unexpected events by defining a new 
symbol as a blank, but with special 
conditions attached to it. It is “invisible” as it 
is the same colour as the background, but if 
a character tries to cross it he triggers some 
action as in the example below. 


NOTE: Each type of secret square 
must be allocated a key in the 
dungeon generator, as explained for 
the torch symbol on this page . Y ou 
can add the lines relating to each 
square after line 350 in the game 
module. 


Rockfall 


You can program a possible 
rockfall by adding a blank 
symbol , CO + 14 and this 
line: 


a 


d 


o 



321 IF RH=C0+14 AND rnd(3)=l 
THEN PRINT -R0CKFALL“:R(X,Y)=C1 * 7 

This provides a one in three chance &at th?i^ ^ 
way will be blocked if the character tries p f 

enter a location containing thia^symbol. The v 
room contents become a wall (Cl). A 
message tells the character there has been Y '■ < 

| a rockfall. . r" .. .> 




Secret message 



Another i« 

activates a secret message. It could simply 
be a message of encouragement, or it could 
be something to be used elsewhere irithe 
game, such as a password (see right). 

322% RH=C0tl5 THEN LEI HA61C 

NUMBER IS 7*:RU,t)=C0:6QSU8450 



.at.es to a blank symbol C0+ 15. 
When crosSed, it flashes a message, then 
becomes an ordinary blank. 







A"°*NT*v_n 
WfTM A 

rtoHAt-iTy 

ScoAfe 

S. 


Don’t forget to 
write in the Book 
of Lore which spell 
belongs to which 
item, so you can 
decide which spell 
to cast when you 
conjure. 


_ 

Password v 

You could use the magic number from the secret ,/a*^ 

message (see left) as a password, by adding these lines: 

323 IF RH=C0+16 THEN LET M=*GIVE THE MAGIC 
NUMBER" : GOSUB 400 

324 IF HOT THEN LET NX=0X:LET NY=0Y 
The character is not allowed to cross symbol C0+ 16until 
the magic number is given. 


Using attributes 

You can make more out of the differences 
in attribute scores by using them as 
conditions for passing through certain 
locations. 

325 IF RH=C0+17 AND F(7)<5 THEN LET NX=0X: 

LET NY-OY ^ 

326 LET, M$= ‘MAGIC j||R|IE!&£QqUB 440 




These lines stop the character crossing a 
location containing a symbol CO + 1 7 if his 
morality score, F(7), is less than five. A 
message tells the player why. This forces 
different character-types to take different 
routes through a dungeon. Don’t forget to 
allow alternatives, though. 

Using magic items 

At the moment, all six spells relate to 
either the Necronomicon or Scrolls when 
you play the game, although there are six 
magic items for sale in the trading post. 
You could make one spell relate to each 
item, like this: 


•**» 


Replace lines 1010 and 1020 in the game 
module with these: 

1010 FOR J=1 7 TO 22: IF 0( J) >0 THEN LET 
M$=Y$ ( J-16) ; : G0SUE) 450 
1020 NEXT J 

These lines now check which magic items 
the character is carrying (objects 17-22) 
and looks in Y$ for their names, which it 
then prints after the first line of the 
message, “YOU MAY USE MAGICKS 
FROM” 


Don 


forget 


add 


to 


YS 


initialization 
lame module 


to 


the 


m 


Dimension Y$ by adding Y$(6)‘ to line 
2520, then list the data, like this: 

2555 DATA “NECRONOMICON" , "SCROLLS" , "RING " , 
"AMULET", “SASH" , "CLOAK" 

2556 FOR 1=1 TO 6 : READ Y$: NEXT I 

The line in the game module that checks if 
you have a particular spell number must 
also be changed: 

1060 IF SL=0 OR (0(171=0 AND 5L<5) OR (0(18) 
=0 AND SL>3) OR SL>6 THEN GOTO 1040 


‘Spectrum-users must put Y$(6,12) here 




OP 


Y 


I ft 


v 


These pages contain all you need tofindyour 
way in “Dungeon of Doom”. Don't worry if 
tfiere seems a fot to learn. You use the three 
parts of the program separately so you can 
familiarizeyourselfwith them one at a time . 
Allow yourself some practice games to get 
used to picking. 

The dungeon generator 

Wfien vou wont to make dungeons, load the 
dm\geon generator program from its cassette. 
When the computer is ready it will set up the 
screen like this: 


LEVEL GENERATOR 

THIS IS LEVELS 
PRESS H FOR HELP 


ELP u 

/ 


Cursor cant 
move into this 
area. It is outside 
the dungeon 
plan. 


Moves cursor 
to left. 


N 


M 


'J fere are the symbols and their number keys: 
0 erase 

in 


sSs 


1 waff 


6 exit 


sSfc 


2 potion 


3 treasure 


4 Lost Idol 


5 entrance 


2K 





M 




This is the dungeon plan area. A flashing 
cursor appears at the top left. 

Help 

If you press H for help, a message teds you to 
“PRESS ANY KEY". Do so, amf you will be 
reminded which keys to use to plan your 
dungeon. The information appears one line 
at a time andyou must press any key again to 
read the next line. Here is the information 
you wilt be given: 

Moves cursor 
up screen. 


Jr t Warning 

W The computer memorizes the location of the ■ 
* entrance symbol mid places the character 
ySthere when he enters the dungeon. If you 
place more than one entrance, tfie character 
^VwiCl start on tfie location of the last one. 

5\. The Idol should only appear in the last of a{ 
series of dungeons, as tfie o6ject of the 
Quest. 


i computer will 
text level. You 


Moves cursor 
down screen. 


Moves cursor 
to right. 


Move tfie cursor into position using these 
keys. Then press a number key to place a 
symSol on tfie screen. The symbols and their 
number keys are sfiown at tfie top of this 
page, on the right. 


?8 


Save dJfngeoh arid? escape the frrogrhn 

When you are happy with your dungeon, 
tumyour cassette over and save it on the 
other side from the dungeon generator 

3 ram. Press S to show you are ready. You 
be asked to wait “ONE MOMENT 
PLEASE", tfien be told, “ANY KEY TO 
SAVE" and whenyou press a key your 
dungeon will be saved and the con 

3 are for you to design the next ( 

not be able to save tfie dungeon if it 
hasn’t got an entrance and at least one exit so 
tfiat tfie character can enter and leave the 
level To escape the program press E 

Dungeon levels 

You should design a series of dungeons of 
increasing difficulty, with the Idol in the las t 
one. Each series should be p burned at one 
“sitting" as tfiev are numbered consecutively 
by the computer, but it will start at 1 again if 
you turn tne computer off. Three to five levels 
sfioulcf be enough for a good game. 



The character creator 

Wfienyou want to make a character ; load the 
character creator program from its cassette. 
When it is ready it wilt set up the screen [ike 
this : 


Ps 


A andZ move the cursor again. 

Press “ + ” to buy an item at full price. 
Press “ - ” if you want to bargain. This is 
what happens then: 


Message box 
Cursor 


Random numb 
of modification 
points . 



STRENGTH 12 

VITALITY 10 

AGILITY 10 

INTELLIGENCE 4 

W lBK£ 1 * 

AURA 

MORALITY 


HENCE 1 * 

dn. __LV 








ARMOURY 
CHOOSE NELL SIRE! 




GOLD COINS 134- 

2 HAND SWORD 
BROADSWORD 
SH0RTSN0RD 
AXE 15 

HACE 8 

FLAIL 10 

DAG6ER 8 

GAUNTLET 4 


Prices 


Attribute scores givenby the coinputer. I 
A moves the cursor up the screen. 

Z moves the cursor down the screen. 

Move the cursor untiC it indicates the 
attribute you want to change. 

“ + ” adds to the score (points are deducted 
from available modification points). 

" ~ ” subtracts from the score (these points 
then become available as modification 
points). 

As soonasyoufress akeythe 
name of the character-type appears 
in the message box. If you make big 
changes to one or t\vo of the 
scores , the character-type will 
probably change. 


Wfienyou are floppy with the attribute 
scores, press the spacebar to turn to tfie next 
pai je. Thefoffowinp three pages took (ike 
tfiis: 

Gold coins 


Computer YOIIR OTTER? 

Player Type a number and RETURN 

Computer ITS YOURS or 

OFFER REJECTED 
Player If successful, go to next item. 

If not , press “ — ” to trv again 
or * + * to pay the fulCprice :. 

; .r ±. 

Messages and save character 

If you indicate an item your character-type is 
not allowed to buy, you’ll be told something 
like, 

"NOT FOR MAGE”. 

If you try to 6uy more than one of any item 
other tfxan potions and salves, amessage 
appears, 

"YOU HAVE IT SIRE”. 

Wfienyou have finished press spacebar mid 
you will be asked to, 

"NAME THY CHARACTER”. 

Before \vu do so, turn vour cassette over to 
where you want to save the character. Then 
invent a name with up to ten letters and press 
RETURN andyour character will be saxed 


“Dungeon of Doom” character-types 

This chart gives you a rough guide to the 
character-types in “Dungeon of Doom”. They 
can use strength, magic, or a combination 
of both in their Quest, and each type has 
advantages and disadvantages } as you will 
discover if you compare their performances 
in the same dungeon. 


This screen show's the Armoury, where 
weapons and armour are for sale. The other 
two pages offer Accoutrements (necessities 
for the trip) and magic from the Emporium. 
The number of gold coins you have Left 
appears at the top of each new page. 


Barbarian 

Warrior 

Wanderer 

Cleric 


v. hiqh 
high 



v. low (none) 
low {none) 
medium (some) 
ugh (some) 

v.iugfitflgL 




/-I rrr /vrr 




The game module 

Whenyou are ready to start your Quest, load 
the game module from its cassette. When the 
computer is ready vou will get the message, 
"PREPARE HERO TAPE”. Place the 
character creator cassette in your recorder 
and find the character you want to load 
Tour next instruction^, "PRESS ANT 
KET”. When you do so, the character will be 
loaded It will take 10-1 5 seconds depending 
on your equipment. 


Keys you use to play 

A character can only move in the direction he 
isfacing. 

This 
turns 
anti- 


Next, you "PREPARE DUNGEON TAPE” 
and "PRESS ANT KET” to load a dungeon. If 
the dungeon (evelyou load is too difficult lor 
the character's experience, you will be told, 
"LEVEL TOO DEEP. REWIND TAPE TO 
POSITION FOR LEVEL 2”. (The leveC 
given will match the character's experience 
score.) 

If you leave the dungeon cassette in your 
recorder, it should be in the right place to 
load the next dungeon when you need it. 


Change direction if you want \ vf 
to, then press M to move. \* 


Don't forge t to remove the 
dudgeon cassette if you want to 
t savcagame (see page 31). 


ie preparations are compCete, the 
nu be set up like this : 


When the | 
screqiwiC 

Your ch^rac ter- type and name. 


Attribute 

scores. 


isfacing. 


Reveaf 

As the character explores the dungeon, the 
space he enters lights up and remains tit. He 
can enter any location except those 
containing a wall or a monster. Walls block 
the way ami monsters will attach. 

If you press R, you will reveal an area of 
3x3 squares. BE WARNED: a monster 
revealed by the light is activatedatulwill 
r give chase and attack. It cannot cross 
occupied spaces, though, so your character 
can u hide" behind objects in the dungeon. If 
there are two monsters, only the nearest one 
« gives chase. 


Attack 

To attack, press A and keep pressing while 
the fight goes on. Messages at the top of the 
screen report your progress. REMEMBER: 
watch the attribute scores. If your 
character's strength is running out, youmay 
use magic (see page 31) or tahe a potion (see 
below) to recover. 

Potions and salves 


Character symbol 
placed in 


Press P to tahe a potion or salve at any time. 
One of each is usedup whenever you press 
see anythingyet. this key. They restore strength and vitality. 


Dungeon in 
darkness. You can't 


Conjure 


Ifyour character is a magic-user and vou 
press C, the action is frozen and a message 
appears, 



Either, or both of 
these tines may 




“YOU MAX' USE 
MAGICKS FROM 

NECRONOMICON . K ^ . r. 

FROM THE SCROLLS J 

CONSULT THE LORE itan$ " J 
USE SPELL NO?” character has. 

Consult this page and choose a sped from 
those on the right. 

Get 

Press G to get or pick up objects. Tour 
charac ter must be nex t to andfacuxg the 
thing he wants to get. When he gets tfie 
Idol, the Quest is over. 


Save game 

S saves tfie state of play. The other side of the 
game module cassette is a good place to save 
it. Wheriyou re-toad, you start again where * 
you (eft off. \ 

Traps 

TYaps are “sticky” atut hold a character back. 

If he crosses one, fiis strength is sapped and 
he may not be abte to move for a moment. In 
tfiis case, keep pressing “M” to mow and he 
should break free. If he is very weak, taking 
potion should help. 

Attribute scores 

umgi 

mo\nng through the duiujeon causes the 
strength score to flicker. Standing still 
restores strength slowly. 

All exploits in the dungeon add a fraction 
to the experience score. When these add up to 
a whole mimber the score goes up and the 
character can exit to the next leveC 

To leave, place the character s\nnbol on the 
exit symboC You will be asked to “PREPARE 
DUNGEON LEVEL” andyou should load 
the next dungeon in your series. Trying to 
leave before the experience score has 
increased will result in a message, “YOU 
NEED EXPERIENCE”. 



fjg Magic spells 

The possessor of the Xccronomiccm can 
use spells I to III. They are very powerful. 
Here is what they do: 

j Superzap (key 1) 

Monster is stain instantly by a magic 
Blow. 

J][ Sanctuary (key 2) 

Creates a safe place in the location where 
the character is statiding. Here, no 
monster can touch him and he can regain 
his strength until he is ready to make his 
escape. 

iR'Ifcfeport (fey 3) 

Magically whisks the character from 
his present location to a different one, at 
random. DANGER: this spell is 
unpredictable. If the user tries to 
materialize in a wall it will not work atui 
he will stav where he was. Or, it mav not 
transfer him far enough to 6e out of 
danger. 

Spells A ; to VI are contained in the Scrolls. 
They arc Cess dramatic, but are useful in 
a tight spot. 

Vowersurge (key 4) 

Gives a huge 6oost to the user’s strength 
andxitaliy so he can fight more 
effectively 

^ Metamorphosis (key 5) 

Transforms whatever is in the user 's 
location into some other object 
WARNING: the effect is random. It can 
be usedagainst monsters but there is a 
c fiance that another monster-type will 
appear in its place. 

1 Healing (key 6) 

A mild spell that restores strength and 
vitality to their original values. 1 1 is 
especially useful if the character has 
usedup all his potions and salves. 


ft ! 




Dungeon of Doom program listings 


On the following pages you will find the 
listings for the three separate programs that 
make up the Dungeon of Doom . They have 
been written to run on the Commodore 64, 
Vic, BBC, Electron and Spectrum, although 
some conversion lines are necessary for 
each computer. The conversions are given 
at the end of each part of the program and 
lines that need to be converted are marked 
with symbols, like this: 


Symbols key 

BBC/Electron it Vic ▲ 

C64 ■ Spectrum o 

In addition, any part of a line written in 
lower case (PRINT tab, for example) must 
be replaced with a machine-specific 
command for your computer. The general 
conversion chart below shows you how to 
do this, with examples to make it clear. 


it The general conversions shown below are sarked with this symbol in the listings. 


COMMAND 

BSC/ELECTRON 

SPECTRUM 

C64/VIC 

tab(X.Y); 

TABIX.Y); 

AT Y.X 

HM$;LEFTI(CUI,Y) ; 
SPCIX); 

EXAMPLE 

PRINT tab(NX,NY*5);Mf 
PRINT TA8(NX,NY*5);MI; 
PRINT AT NY *5, NX; Ml 
PRINT HMJjLEFTI (CUf.NY+5) 
;SPC(NX) ;Mf SPC( (X) : 

COMMAND 

BBC/ELECTRON 

SPECTRUM 

C64/VIC 

X$=inkeyl 

X$=INKEY$(0! 

H=INKEY* 

SET It 

LET Il=inkeyl 
LET I$=1NKEYI(0) 
LET It=INKEYI 
SET 1$ 

COMMAND 

BBC/ELECTRON 

SPECTRUM 

C64/VIC 

aaoer X 
COLOUR X*!28 
PAPER C (X+i) 
PRINT 8GKX); 

paper So 
COLOUR BG+I2S 
PAPER CIBG+l) 
PRINT BGliBG) ; 

COMMAND 

BBC/ELECTRON 

SPECTRUM 

C64/VIC 

ink X 
COLOUR X 
INK CiX+i! 

ink 2 
COLOUR 2 
INK C (3) 

SEE SPECIAL NOTE BELOW. 

COMMAND 

BBC/ELECTRON 

SPECTRUM 

C64/VIC 

r n d ( X ) 

RND(X) 

INT(RND*X+1) 

INT (RND(l)*X*li 

6-rndiF!*!0 
6-RND (F) +10 
S=INT (RND*F+1!+I0 
S=INT(RNB!1)*F+1)+10 

♦SPECIAL NOTE FOR C64/VIC USERS* 

Leave out the ink coaaand UNLESS it is preceded by paper 0. In this 
case, use: PRINT 8G»(X); PRINTS! i0> ; 

EXAMPLE: paper Osink 3 becomes PRINT 88*i3);:PRINT BSliO); 
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The Dungeon Generator 


a See special note tor Vic users page 35. 

" 10 GOSUB 610 
ia* 20 paper 3: CIS 

30 LET BG=2:LET FG=1:LET T=0: LET L=3 : LET L«=W-3:G0SUB 280 

☆ 40 paper 2: ink 0 

☆ 50 PRINT tab (1,1); "LEVEL GENERATOR"; 

☆ 60 PRINT tab (1 ,2) ; "THIS IS LEVEL: ";L 

☆ 70 PRINT tab (1,3); "PRESS H FOR HELP" 

30 LET BG=3 : LET FG=2: LET T =5: LET L=1 

90 

☆ 100 

110 IF I*=*H" THEN GOSOB 360 
120 IF I*="A" AND Y>1 THEN LET Y=Y-I 
130 IF I$="Z" AND Y< 15 THEN LET Y=Y+1 
140 IF I $ = “ N " AND X>1 THEN LET X=X-1 
150 IF I$="N" AND X< 15 THEN LET X=X+1 
160 IF I$>"/" AND IK":" THEN GOSUB 2 

☆ 170 paper 3: ink 0 
☆ iSO PRINT tab(X,Y+5!;CHRi(0S); 

☆ 190 PRINT tab (X , Y+5) ; CHRf (R (X , Y) ) ; 

200 IF Ii="S" AND IX>0 THEN GOSUB 45O:G0T0 20 
210 IF IK >“F" THEN GOTO 100 


LET X=1 : LET Y=1 
LET Il=inkey$ 



☆ 240 
250 
260 
270 

☆ 280 
0*290 

☆ 300 
310 
OBA320 
330 
O* 340 
350 


LET J=VAL(I$) 

IF 1=9 THEN LET I=8+rnd(3) 

IF 1=5 THEN LET IX=X:LET IY=Y 
LET R(X,Y)=C0+I 
RETURN 

PRINT tab < 0 , T ) ; 
paper FG:PRINT LEFT* (Bi,LW+2> 
paper BG: ink FG 
FOR 1=1 TO L 

PRINT TAB(O) ;CHR$(OS);LEFT$ (B4,LW) ;CHRI(0S) 
NEXT I 

paper FG: PRINT LEFT* < 8$ , LW+2) ; 

RETURN 


☆ 360 paper 1 : x nk 3 
370 FOR H=1 TO 10 

☆ 380 PRINT tab(l,4);H$(H);:G0SUB 430 
0* 390 PRINT tab(l,4);LEFT$(B$,N-2); 

*00 NEXT H 
■a* 4 1 0 ink 3 
£20 RETURN 

☆ 430 LET G*=inkey$:IF Gl="" THEN GOTO 430 
440 RETURN 

☆ 450 PRINT tab (1,4) ; "ONE MOMENT PLEASE."; 
460 LET S$="" 

470 FOR J=1 TO 15 
430 FOR K=1 TO 15 
490 LET SI=S$+CHR$(R(K,J)I 


It may be helpful to use a ruler to mark 
your place as you type lines in, so that ' 
you can find where you were easily 
after looking away from the page. 



33 


500 NEXT K 
510 NEXT J 

520 LET S1=S**CHR$<IX*0S):LET ST=ST+CHRi ( IY+OS) 
530 LET S*=S$+CHR$(LE*OS) 


PRINT tab (1 ,4) ; "ANY KEY TO SAVE ',.GOS!» 430 .fiuSeiti? 

LET S=QPENOUT “LEVEL' 

PRINTiS, S* /L^. 

CLOSEIS 

PRINT tab(l,4);LEFT$(BM> /^\^\) 

LET LE=LE+1:G0SUB 700 

DIN R( 15, 15) , H$ ( 1 

DATA "PRESS ANY KEY", "TO MOVE A l N M","l WALL 2 VASE" {/ 

DATA "3 CHEST 4 * IDOL *","5 WAY IN 6 EXIT", "7 TRAP", "8 SAFE PLACE" 

DATA "9 GUARD" , "0 TO ERASE", ”S TO SAVE" \ 

LET LEM \ 

FOR 1=1 TO 10 \ 

READ H$(i) - ^ ^ N 

NEXT IiGOSUB 810 fThesTaxiTt^^ 

FOR J=1 TO 15 > remind you which number keys to \ 

FOR KM TO 15 -*■ ^ 

LET R(J,K)=C0 
NEXT K 

NEXT J 4 

LET I X=0: LET IY=0 

LET Bf-"":F0R 1=1 TO W: LET Bf=BI+" ' :NEXT I 


These are the Help routine lines. They> 
remind you which number keys to \ 
^ ^ ^ press.^ S 



770 RETURN 

"if 790 REM SET UP THE CHAR START 
* 800 RETURN 

810 REN READ THE CHARACTERS 

Add lines 820-840/860 as shown in the 

conversions for your cosputer. 

1000 DATA 255,255,255,255,255,255,255,255 
1010 DATA' 0,0, 0,0, 0,0, 0,0 
1020 DATA 85,170,95,170,85,170,85,170 
1030 DATA 0,60,24,60,126,126,126,60 
1040 DATA 0,56,100,114,95,73,41,31 
1050 DATA 20,42,20,20,93,93,62,99 



1060 DATA 60,126,255,255,255,253,255,255 
1070 DATA 60,102,195,129,129,129,133,129 
1090 DATA 129,66,36,0,0,36,66,129 
1090 DATA 0,60,66,66,66,66,60,0 
1100 DATA 76,158,170,190,84,30,37,88 
1110 DATA 0,56,84,124,56,44,68,102 
1120 DATA 0,8,28,42,127,85,65,34 
▲ ■Add lines 4000-4030 fro# page 35. 

■ Add lines 5000-5080 fro# page 35. 
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Conversions 


Below you will find the conversions you 
need for your computer. Some of the lines 
need to be included in two or even all three 
parts of the program, so read the 


instructions carefully. When this happens, 
you will be referred back to this page to add 
the required lines. 


Commodore 64/Vic 

'SPECIAL NOTE FOR VIC USERS* a 


Before typing in or loading this program type in the following: 

POKE 44, 23: POKE 642, 23: SYS (44324! 

These lines must also be included on the 


■ A 

320 PRINT B8$(F6);“ ";B6f (BBijLEFTI 
(B$,L«>;BG$<F6);“ " 

410 Leave out this line 
550 OPEN 1,1,1, “LEVEL" 

555 FOR 1=0 TO 2 

560 PRINTfl, HIM (SI, 1*76+1 ,76) 

565 NEXT I 
570 CLOSE 1 


Lines 4000-4030 must be 
added to ALL THREE 
PROGRAMS for the C64 and 
Vic. BA 


C64 ONLY. ■ 

5 60SUB 5000 

20 PRINT CHRK 147): POKE 53280, 0:P0KE 53281,0 
790 0S=96:C0=0S+6:W=4d:60SUB 4000 
820 FOR 1=0 TO 7 : READ A:P0KE 36352+1 , 255-A: NEXT I 
830 FOR 1=0 TO 95: READ A:P0KE 36400+1 ,255-A:NEXT I 
840 RETURN 

The following lines must be used on the Vic 
ONLY, a 

20 PRINT CHRK 147): POKE 36879,8 
790 OS=96:CO=OS+6 v :H=22:GOSUB 4000 
820 FOR 1=0 TO 2(T47:P0KE 5120+1 , PEEK (32769+1 ): NEXT I 
830 FOR 1=0 TO 7: READ A: POKE 6656+1 , 255-A: NEXT I 
840 FOR 1=0 TO 95: READ A:PQKE 6704+ I , 255-A: NEXT I 
850 POKE 36869,205 
860 RETURN 


4000 BGK0)=CHRI(146):BBK1)=CHRK18)+CHRK28) 

4010 BGK2)=CHRK18)+CHRK158):BGK3)=CHRK18)+CHRK5) 

4020 HM$=CHR$ ( 19) : CU$=“ * ; FOR 1=1 TO W: LET CU$=CUI+CHRK17):NEXT I 
4030 POKE 650,255: RETURN 


Lines 5000-5080 must be 
added to the dungeon 
generator and the game 
module for the C64. ■ 

5000 POKE 52, 128: POKE 56,128 
5010 POKE 56334, PEEK (56334) AND 254: 
POKE 1,PEEK!1> AND 251 
5020 FOR 1=0 TO 2047:P0KE 34316+1, 
PEEK (53248+1): NEXT 1 
5030 POKE 1 .PEEK (1 ) OR 4 
5040 POKE 56334, PEEK156334) OR 1 
5050 POKE 56573, PEEK (56578) OR 3 
5060 POKE 56576, (PEEK (56576) 

AND 252) OR 1 

5070 POKE 53272, 2:P0KE 648,128 
5080 RETURN 


Spectrumo 


290,320,340.390,530 Replace LEFTKBl.Exp! with 
BKT0 Esip)e.c.in line 390 use BKT0 w-2) 

550 Leave out this line 

560 LET QK1)=SI 

570 SAVE "LEVEL" DATA 8K) 

610 DIN R!15,15):BIN HK10.18) 

615 DIM OKI, 223) 

790 LET N=32:LET 0S=144:LET C0=0S+6 
820 FOR 1=0 TO 7: READ A: POKE USR“A"+!,A:NEXT I 
830 FOR 1=0 TO 95: READ A: POKE USR "G’ + I , A: NEXT I 
840 DIH C (4 ) 


850 LET C ( 1 ) =0: LET C(2)=2:LET 0(37=6: LET C(4;=7 
860 RETURN 
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Character Creator 

Here is the listing for the character creator. page 32) and you should look up the lines 

Conversion lines are marked (see key on you need for your computer on page 39. 




10 
20 
‘30 
40 
50 

☆ 60 
70 
80 

Oab 90 
O!00 
110 
120 
130 
140 
150 
160 
170 
180 
190 


Look up the PRINT command for 
your computer on page 32 every 
time you see a command like 
this. 


G0SUB 1060 

paper 0: CLS 

LET J=1 : LET H=MP: LET H$="P0INTS“ 

GQSUB 810: G0SUB 900 
LET K=1 : LET P=T+1 

PRINT tab ( 1 , P) ; “ ; 

G0SUB 720 
IF K=5 THEN GOTO 70 

IF 1$=";" AND H>0 THEN LET F ( J ,K) =F ( J , K) +1 : LET H=H-1:G0SUB 920 
IF !$=“-“ AND F(J,K) >1 THEN LET F ( J , K) =F ( J , K) -1 : LET H=H+1 : G0SUB 920 
LET C=1 

IF F(l,4)>6 AND F(l,8)>7 THEN LET C=2 

IF F ( 1 ,4) >8 AND F(l,7))7 THEN LET C=3 

IF F(l,l)>7 AND F(1 ,8) >5 AND F ( 1 , 1 ) +F ( 1 , 21)10 THEN LET C=4 

IF Fll,l)>8 AND Ff 1 ,2) +F ( 1 ,31 >12 AND F(l,8)<6 THEN LET 05 

LET M$=Ci(C) 

GOSUB 860 

IF I$<>" ' THEN GOTO 70 
LET H=GC: LET H*=*60LD COINS:* 

FOR J=2 TO 4 



210 LET K=1 : LET P=T+1 

220 LET M$= "CHOOSE WELL SIRE! ‘ 

230 GOSUB 810 
240 GOSUB 900 

☆ 250 PRINT tab(l,P);*>"; 

260 60SUB 720 

270 LET N=8* ( J-2) +K 

280 LET h$= "MAKE YOUR CHOICE* 

290 GOSUB 680 

300 LET BR=0: LET 0F=0 

OAB310 IF 11=*; * THEN LET 0F=F (J ,K) : GOSUB 610 

O-& 320 IF 1$=*-’ THEN LET BR=rnd (3) : GOSUB 570 

330 60SUB 860 

340 IF I$<>* * THEN GOTO 260 
350 NEXT J 

☆ 360 PRINT tab(l,2);*NAME THY CHARACTER*; 

0*370 PRINT tab ( 1 ,3) ; LEFTS ( 8$ , N-2) ; : PRINT tab(l,3); 
▲ ■380 INPUT NJ 

390 IF LEN (N$) >10 THEN GOTO 360 

☆ 400 PRINT tab (1,3); “ONE MOMENT PLEASE*; 

☆ 410 PRINT tab(l, 3); 

420 LET 0=D»3 

430 LET S$=CHR$(0+AS) 

440 FOR 1=1 TO 8 

450 LET S$=S$+CHR$(F(1,I)+AS) 

36 460 NEXT I 


This line gets the computer to 
create a random bargain price 
> as much as three gold coins less 
than the original price. The 
(random command varies. Find the 
right one for your computer 
from this box. 







470 FOR 1=1 TO 0 
480 LET S4=S$+CHR$(0(I)+AS) 

490 NEXT I 

500 LET S$=SI+CHRt (HrAS) 

510 LET S$=S$+CHR*(AS) 

520 LET S$=S$+N1+* -*+C*(C) 

Oab530 LET S=OPENOUT ’HERO* 

OAB540 PRINT #S , S< 

0*1 550 CLOSEIS 
560 STOP 

570 LET : GOSUB 860 

☆ 580 PRINT tab (2,2) ; "YOUR OFFER*; 
a«590 INPUT OF 

600 GOSUB 680 

610 IF 0(N) >0 AND N(23 THEN LET H$=*YOU HAVE IT SIRE 
620 LET PR=F(J,K)-BR 

630 IF H(Pft THEN LET P!*="YOU CANNOT AFFORD”: RETURN 
610 IF OF>=PR AND Y-l THEN LET 0 (N> =C(N) +P (N) : LET H=H 
650 JF OF < PR AND Y=1 THEN LET !1I=*0FF£F: REJECTED" 

660 IF H(0 THEN LET H=0 
670 RETURN 
680 LET Y=0 

0690 IF MlD*(Of(N),C,l) = *r THEN LET Y=1 
700 IF Y=0 THEN LET NJ=‘NOT FOR *+C$(C) 

710 RETURN 

☆ 720 LET I $=i nkeyi 
730 IF 1$=*" THEN GOTO 720 

☆ 740 paper 3: ink 1 

☆ 750 PRINT tab (1 f P> ; “ ( For 

760 IF I$=*A" AND K>1 THEN LET K=K- 
770 IF I$=*Z* AND K<D THEN LET K=K+1 
780 LET P=K*2+T- 1 

☆ 790 PRINT tab(l,P);"T*> 

800 RETURN 

☆ 810 paper 0: i nk 2 
0*820 PRINT tab (0,0) ;LEFT$ (B$,W) ; 

☆ 830 PRINT tab (0,0) ;F$(J ,9) 

840 LET BG=2: LET FG=3 : LET TM:LET L=2 
850 GOSUB 980 

☆ 860 paper 2: i nk 0 

0* 870 PRINT tab (2, 2); LEFT! (8$, 17); tab (2,2); HI; 

☆ 890 PRINT tab(2,3);HJ;tab(15,3);H;" *; 

890 RETURN 

900 LET BG=3: LET FG=2: LET T=5: LET L=15 
910 GOSUB 930 

☆ 920 paper 3: i nk 0 
930 FOR 1=1 TO 8 
940 LET Y=T+ Cl-1 > #2+1 

☆ 950 PRINT tab(2 1 Y);F$(J,I);tab(16,Y);F(J,I);“ 


This line equals 0 at the moment 
as it will be used for counting 
treasure and your character does 
not have any when he starts the 
game. The line must be included, 
though, or the computer won’t 
know where to store treasure 
when it is found. 


-PR: LET Mt=”TIS YOURS'" 
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960 NEXT I 
970 RETURN 


☆ 980 PRINT tab < 0, T> ; 

O ☆ 990 paper FSrPRINT LEFTS (B$ , H) ; 

☆ 1000 paper B6:ink FG 
1010 FOR 1=1 TO L 

OAB1020 PRINT CHRS (B) ;LEFTS (BS,H-2) ;CHR$ (8) ; 

1030 NEXT I 

0*1040 paper FG: PRINT LEFT $ ( B$ , W) ; 

1050 RETURN 
1060 G0SU8 1600 
1070 LET D=8 
1080 DIN F(4,D+1) 

01090 DIN FS (4 , D+l ) 

OllOO DIN C$(5> 

1110 DIN 0 CD*3) 

01120 DIN 0$(D*3) 

1130 DIN P(D*3) 

1140 DATA *00001“, * 00011“, "10011“, “10011“, *10011", "00011“, “11111 VIOulP 
1150 DATA '00011 *, “00011 * , ' 1001 1 ‘ " 1 1 1 1 1 * , *00011 " , ' 1 101 1 “ , " 1 10 1 1 ’ , * 1 1 1 11 ' 
1160 DATA "11100% *00100“, “ 1 1 100“ , "10100“ , "11100“, "11100“, H 1 11 11", “1 11 11" 
1170 FOR 1=1 TO D*3 
1180 READ 04(1) 

1190 NEXT I 
1200 FOR 1=1 TO 8 

☆ 1210 LET F(1 , 1 ) =rnd (5) +2 
1220 NEXT I 
1230 LET F ( 1 , 5) =1 
1240 DATA 20,16,12,15,8,10,8,6 
1250 DATA 18,15,9,9,14,8,6,6 
1260 DATA 20,15,14,12,10,8,6,6 
1270 FOR J=2 TO 4 
12B0 FOR 1=1 TO 8 
1290 READ F(J,I) 

1300 NEXT I 
1310 NEXT J 





1320 
1330 
1340 
1350 
1360 
1370 
1380 
1390 
1400 
1410 
1420 
1430 
1440 
1450 
38 1460 



DATA 5, 4, 3, 3, 2, 2, 1,1 
DATA 5, 4, 3, 1,2, 1,3,1 
DATA 4, 3, 2, 2, 3, 1,1,1 
FOR 1=1 TO D*3 
READ P(I> 

NEXT I 

DATA “STRENGTH 1 , “VITALITY", "AGILITY", “INTELLIGENCE" 

DATA “EXPERIENCE", “LUCK“ , "AURA“ , “HORALITY" , “CHARACTER CREATION* 

DATA "2 HAND SHORD", “BROADSWORD*, “SHORTSWORD" 

DATA “AXE“ , “NACE" , “FLAIL* , "DA6GER" , “GAUNTLET' , “ARMOURY " 

DATA “HEAVY ARNOUR*, “CHAIN ARMOUR" , "LEATHER ARNOUR", "HEAVY ROBE" 
DATA “GOLD HELNET’ , “HEADPIECE" , “SHIELD" , “TORCH* , “ACCOUTREMENTS" 

DATA “NECRONONICON" , “SCROLLS" , “RING" , “MYSTIC ANULET “ , "SASH" , "CLOAK* 


DATA “HEALING SALVE’ 
FOR J=1 TO 4 


“POTIONS", “EMPORIUM" 




► ■fc 


1470 FOR 1=1 TO 9 / »*-'«■ 

1480 READ F$(J 1) / Here 316 Renames of the character- J 

' ( types you can create. 

1490 NEXT 1 V4i- 

1500 NEXT J * 

1510 DATA " WANDERER", "CLERIC", "MA(5E", “WARRIOR", "BARBARIAN! 

1520 FOR 1=1 TO 5 N. 

1530 READ C$(I> 

1540 NEXT I 

A 1550 LET HP=3+rnd(5) 

A 1560 LET BC=120+rnd (60) 

1570 LET M$=* " : LET AS=65 Wj W 

1580 LET B4="*:F0R 1=1 TO W: LET B4=B$f“ * : NE XT 1 11 \ \ 

1590 RETURN 

■% 1600 REN SET UP DETAILS 

Add whichever lines between 1610 and 1730 are indicated in the conversions for your computer. 

■ Add lines 400M030 fr0 * pai)B 35> BBC/Electron * 

Conversions 1600 HDDE 5 . V DU 23,0,8202;0;0;0; 

In these boxes you will find the conversion w=20 : B=224 

lines you must use in the character creator 1620 VDU 23,224,255,255.255,255,255,255,255,255 
listing. Make sure you pick the right ones RETURN 

for your computer. I ‘ * — 

Commodore 64/Vic ■ * 

The lines below are the same for the C64 and Vic listings. 

20 PRINT CHR$ (147) These two lines must be 

90,310 Replace " J " with *+" added as well on the C64.B 

S ™ I 1 ; 6 ", ~ 2= « MW.** 5328,,. 

550 CLOSE 1 

590 X= 1 4: Y=2: B0SUB 1700: 0F=VAL (IN* ) If you have a Vic then these 

875 PRINT HH$j LEFT) (CUf , 3) ;SPC ( 15) JLEFT4 (B4 , 4i j two lines must be used, too. a 

945 PRINT HN$ 5 LEFT$(CUI,Y);SPC(15>;LEFTf(B$,5>; 

1020 PRINT 8GMFG);" "|BG$(BG);LEFT$(BI,W-2);BG$(FG);" "; " 

1610 G0SUB 4000 600 LET " =22 

1650 RETURN 
1700 INS=“" 

1710 GET 1$: IF 1$=CHR»(13) THEN RETURN 

1720 IF It)*/" AND I*<T." THEN LET INt=INt+i$:PRINT HM$;LEFTI(CUt.Y>;SPC<X);lN4; 

1730 GOTO 1710 

4000-4030 Add these lines Fro# page 35. 


These two lines must be 
added as well on the C64. ■ 

25 POKE 53280, 0:P0KE 53281,0 
1600 LET W=40 


If you have a Vic then these 
two lines must be used, too. , 

25 POKE 36879,8 
1600 LET W=22 


Spectrum o 

550 Leave out this line 

690 IF 0$(N)(C)="1" THEN LET Y=1 

20 BORDER 0:CLS 

1090 DIM FS (4,D+l , 18) 

90,310 Replace V with *K" 

1100 DIM CS (5,9) 

100,320 Replace with "J” 

1120 DIM 0$ (D*3 , 5) : DIM 04(1,57) 

370,820,870,990,1020,1040 Replace LEFTS 

1600 LET 8=143: LET W=32 

(61, exp) with 84( TO exp) 

1610 DIM C ( 4 ) : LET C(1)=0:LET C(2)=2: 

530 LET Q$(1)=S$ 

LET C (3 ) =6: LET C(4)=7 

540 SAVE "HERO" DATA Q$i> 

1620 RETURN 



Game Module 


The Game Module listing starts here. It is include all the conversion lines marked 

very long so you must be very accurate. with the symbol for your computer (see 

Take a break if you get tired. Make sure you symbols key on page 32). 

a See special note for Vic users paae 46. 

■ 10 G0SUB2500 
20 G0SUB2010 
30 GQSUB1770 

☆ 40 LET I $=i nkey$ 

50 IF I$=-A" AND DX<255 THEN G0SUB870 
60 IF I$='C AND F (7) >0 AND 0U7) +0(18) >0 THEN GQSUB990 
70 IF I$=*G" THEN G0SUB1410 

30 IF I$=“P* THEN G0SUB1660 

90 IF I$=“R“ THEN GDSUB1690 

100 IF I$=*S“ THEN G0SUB226O 

110 IF I $ = " B " THEN LET NF=NF-1 

120 IF I$='N" THEN LET NF=NF+1 

130 IF NF>4 THEN LET NF=1 
140 IF NF< 1 THEN LET NF=4 

150 IF I$=’H" THEN LET NX=NX+D (NF , 1 ) : LET NY=NY+D(NF,2) 

160 IF NY>15 THEN LET NY=15 
170 IF NY< 1 THEN LET NY=1 
130 IF NIKI THEN LET NX-1 
190 IF NX >15 THEN LET NX=15 
200 LET RH=R (NX , NY ) 

■ 210 IF RH=C1 THEN LET X=NX:LET Y=NY: G0SUB570: LET NX=0X:LET NY=0Y : LET F ( 1 ) =F ( 1 ) -. 03 
220 IF RH=C6 THEN LET T X=NX : LET TY=NY : LET TF=1 
230 IF TF=! THEN LET NX=TX : LET NY=TY 

☆ 240 IF FID > SI*. 3 AND rnd (8XF (6) THEN LET TF=0 
250 IF I $ >“ “THEN LET F(l)-F(l)*0.99 
260 IF FID (SI THEN LET F 1 1) =F ( 1) + (F (2) /1 100) 

270 G0SUB480 

280 IF OXONX OR OVONV THEN LET X=0X:LET Y=0Y:GDSUB570 
290 LET 0X=NX: LET 0Y=NY 
300 IF DX<255 THEN G0SUB620 
310 IF F ( 1 ) >0 AND FI<1 AND RHGC5 THEN GOT040 
320 IF RH=C5 THEN LET fi$=T$ 1 12) : G0SUB430: 60SUB 1760: GOT040 



IF FI1X1 THEN G0SUB810 . 

PRINT tab (0, 10) ; : STOP / 

sound a note : RETURN x 1 

sound a noise : RETURN 

paper 2:ink 0 N0TE:There an 

PRINT tab (0,5) ;M4; 355 and 365 t< 

LET I$=inkey$ ind Vic - 

IF I$=’“ THEN 60T0390 

PRINT tab(0,5);LEFTI(B$,H)j:LET H *=" 

RETURN 

paper 2: i nk 0 
PRINT tab (0,5) ;M$j 
FOR D=1 TO 600: NEXT D 


Here are the sounds. Methods of 
rogramming them are veryvaried. 


NOTE: There are two extra lines at 
355 and 365 to be added on the C64 
and Vic. 



40^460 PRINT tab(0,5) ;LEFT$(B$,W) ; : LET 
o 1 




470 RETURN 
☆480 paper l:ink 3 

Oir 490 PRINT tab(NX,NY+5);NID$(F$,NF,l); 

^■☆500 paper 2:ink 0 
AB-A-510 PRINT tab(16,8)|INT(F(l));" *; 
ab* 520 PRINT tab(16,ll);INT(F(2));“ 

530 PRINT tab (16, 14) ; INI IF(7))j" 

0* 540 PRINT tab (16, 17);MDf (*NESN. ",NF,D; 

*550 PRINT tab (16,20) ; INT (F (5) ) ; 

560 RETURN 
*570 paper I : i nk 2 

* 580 LET RM=R (X , Y) :PRINT tab(X,Y+5);CHR$(RN); 

590 IF ABS (DX ) <4 OR RM<=C7 THEN RETURN 
600 LET MT =RM: LET N=NT-C2:LET HV=N/16:LET NS=M»6:LET DX=3:LET LX=X:LET LY=Y 
610 RETURN 

620 LET DX=LX-NX:LET SX=SGN ( DX) : LET DY=LY-NY: LET SY=S6N(DY) 

630 LET HX=LX- (MV*SX) : LET MY=LY- (MV*SY) ; LET RM=R(MX,HY) 

640 IF Ri1)C0 AND RHOilT THEN LET fl¥=LY i LET MX=LX 
650 LET R!LX,LY)=C0:LET X=LXi LET Y=LY:S0SUB 570 
660 LET R (MX ,)1Y) =NT : LET X=MX:LET Y=HY:S0SUB 570 
670 LET LX=MX : LET LY=MY: LET H=0 

630 IF ABS (DX ) <=1 AND ABS(DY)<=1 AND RHOC7 THEN LET H=M*. 5: LET J=H:G0SUB350 
690 IF H#12<F (6) +F (3) THEN RETURN 
700 LET M$=TJ (5 ) : G0SUB430.* G0SUB360 

710 LET H=H/(3+0(9) + 0(10) + 0(11) + 0(12) + 0(13) + 0(14)) 

720 LET Ft 1 ) =F ( 1 ) -H: LET F (2) =F (2) - (H/l 01 ) 

☆ 730 LET 1=1: LET HB=0: LET MB=rnd(M) 

740 LET J=MT : G0SU8350: G0SUB360 

750 IF MB=1 AND 0(I)>0 THEN G0SUB780 
760 IF Kll THEN LET I=I+1:GDT0750 
770 RETURN 

780 LET 0(1) =0: LET M$=T$(8)+“ “+W$ ( I ) : G0SU9430 
790 LET MB=0: GOSUB360 : LET J=I:G0SUB350 
800 RETURN 

810 LET NF=5: LET F ( 1 > =0: G0SUB440 

☆ 820 PRINT tab ( 1 ,5) ; “THOU HAST EXPIRED ! " 

830 FOR J= 1 50 TO 1 STEP-4 

840 G0SUB350: G0SUB360: 80SUB570: G0SUB480 

850 NEXT J 

860 RETURN 

☆ 870 LET M$=T$(rnd(3)):G0SUB360 

☆ 830 LET H=F ( 1 ) +0 ( 1 ) + 0(2) + 0(3) + 0(4) +0(5) + 0(7) + 0(8)+rr.d(F(6>> 

☆ 390 IF F(3)+F(6)< rnd(ID+2 THEN LET h$=T$(4i:LET HT=0 
900 LET MS=MS-H: G0SUB430 
910 LET F ( 1 ) =F ( 1 ) - (H/ 1 00) : LET F ( 5) =F ( 5) + . 05 
920 IF MS< 1 THEN G0SUB940 
930 RETURN 

940 LET DX=255: LET MS=0:LET R(MX,MY)=CO 
950 LET F (5) =F (5) +. 1 


These are the sound subroutines., 
Lines like this give 
instructions for how the sound 
should be produced. 
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960 
970 
980 
☆ 990 
*1000 


☆ 1010 
☆ 1020 
☆ 1030 
1040 
°1050 


1060 

1070 



01100 

1110 

1120 


1130 


1140 
1150 
1160 
1170 
1130 
1190 
1200 
1210 
☆ 1220 
1230 


1240 


1250 


1260 

1270 

*■☆1280 


LET ttl=T$ (6) : G0SUB43O 

FOR J=200 TO 150STEP-9:G0SUB350: S05UB360: NEXT J 
G0SU8570:RETURN 
G0SUB480: paper 2: ink 0 
PRINT tab (0,1); “YOU HAY USE HAGICKS"; 

IF 0(17)>0 THEN PRINT tab (0,2) ; 'FROM NECRONOMICON"; 

IF 0(181)0 THEN PRINT tab (0,3) ; “FROM THE SCROLLS"; 

PRINT tab (0 , 4 1 ; ’CONSULT THE LORE" 

LET M$="USE SPELL NUMBER?" : G0SUB370 
LET SL-VAL(I4) 

IF SL=0 OR (0(171-0 AND SL<5) OR (0(181=0 AND SL>3) OR SL>6 THEN GOT01040 

LET MOL) =M (SL) -1 ; LET X=NX:LET Y=NY 

IF IKSLXO THEN LET H$=T$(9> :LET SL=7 

FOR J=1 TO 5:PRINT tab (0 , J) ; LEFT* (B$ ,H) ; .-NEXT J:G0SUB570 

ON SL G0SUB1140, 1190, 1220, 1280, 1300, 1390, 1130 

LET F (5) =F (5) +. 2 

G0SUB430 

RETURN 

FOR J=1 TO 12 
G0SU8350: G0SUB360 
NEXT J 

IF DX<255 THEN LET X=MX:LET Y=MY: G0SUB940 
RETURN 



LET F ( 2) =F (2) +r nd (M (SL) 1 : LET F ( 1 ) =F ( 1 1 +r nd (I1( SL) ) : LET F(7)=F(7)-1 




1290 RETURN 
1300 FOR J=1 TO 30 

☆ 1310 LET R (NX , NY 1 =rrid (8) + 1 +C0 
1320 G0SUB350:G0SUB570 
1330 NEXT J 

1340 IF RH<=C7 THEN LET DX=255:LET HS=0 
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1350 FOR J = 1 TO 20 STEP4 
1360 GOSUB 350 
1370 NEXT J 
1380 RETURN 

1390 LET F (2) =S2: LET F(1)=S1:LET F(7)=F(7> 

1400 RETURN 

1410 LET GX=NX+D CNF , 1 > : LET GY=NY+D (NF, 

1420 IF GX<0 THEN LET GX=0 
1430 IF GY<0 THEN LET GY=0 
1440 IF GX > 15 THEN LET GX=15 
1450 IF SY>15 THEN LET GY=15 

1460 LET GT=R(GX,6Y): IF ST>C1 AND GT<C4 THEN LET R (GX , GY) 




1470 

1480 

1490 

1500 

1510 

1520 

1530 

1540 

☆ 1550 

☆ 1560 
1570 
1580 
1590 
1600 
1610 
1620 

☆ 1 o30 
1640 
1650 
1660 
1670 
1680 
1690 
1700 
1710 
1720 
1730 
1740 
1750 
1760 

*■☆1770 
1780 
O*«1790 
0*5 1800 

olBisio 

1820 

1830 

1840 

01850 

1860 

1870 

1880 

01890 

01900 

01910 

1920 

1930 

1940 

1950 

1960 

1970 


IF GT=C2 THEN LET 0(23) =0(23) +1 : LET 0 ' 24) =0 (24) t ] 

IF GT=C3 THEN LET TR=TR+ 1 
IF GT=C4 THEN GOSUB 1550 
LET X=GX: LET Y=GY : G0SUB570 

IF GDC 1 AND GT(C4 THEN LET J=GT : G0SU6350: LET J=GT+5: G0SU8350 
RETURN 


LET J=0 (24) +0(23) *10: GG5UB3S0 
RETURN 

paper 2:ink 1 

PRINT tab (0,1);* THY QUEST IS OVER! * 

FOR I = 1 TO 18 

LET J=T ( I ) : 60SUB350 
LET X=NX : LET Y=NY 

FOR N=1 TO 4 : LET NF=N: G0SUB430: NEXT N 
NEXT I 

f rr Mr>.A 

ll i na-v 

PRINT tab (1,2); "THY SCDRE=" ;'INT ( (TR*10> + iGC*F (5) ) +F ( 1 ) +F (2) +F (3) ) 
LET FI=1 
RETURN 

IF 0(2400 AND FdXSl THEN LET F(1)=S1:LET 0(241=0(241-1 
IF 0(23 00 AND FI2XS2 THEN LET F(2)=S2:LET 0(2300(231-1 
RETURN 

IF LT=0 THEN LET Nf=Tf (7) : G0SUB430: RETURN 
FOR Y=NY-3 TO NY+3 
FOR X=NX-3 TO NX+3 

IF (X>0 AND X< 1 6 ) AND (Y>0 AND Y< 16) THEN 80SUB570 
NEXT X: NEXT Y 
LET LT=LT-1 
RETURN 

IF F (5KS3+1 THEN LET N$=T$ ( 1 1 ) : LET NX=GX:LET NY=OY: G0SUB430: RETURN 
CLS: PRINT tab(0 f 3) ; 'PREPARE DUNGEON TAPE" 

LET M$=T$(10): G0SUB370 
S=OPENIN"LEVEL“ 

INPUT#S,S* 

CLOSEiS 
LET 01 
FOR Y=1 TO 15 
FOR X=1 TO 15 

LET R(X,Y)=ASC(NIDf (S$,I,1)1 



These lines are used when the 
Idol has been found in the last 
dungeon and the Quest is over. 
Line 1630 calculates your final 
score by adding together treasure, 
experience, strength, vitality and 
agility scores. You can try to 
improve your score next time 
you play. 


LET 1=1 + 1 
NEXT X 
NEXT Y 

LET IX=ASC(f1ID$(Si,I,l))-0S 
LET IY=ASC (MIDI (S$,I+ 1,1) l-OS 
LET LE=ASC (NIDf (Si, 1+2, 1 1 1 -OS 
IF LE)F(5) THEN GQSUB 1960: SOTO 1760 
G0SUB279C 

LET NX=IX:LET NY=IY: LET 0X=NX:LET 0Y=NY : LET DX=255 
RETURN 

PRINT: PRINT"LEVEL TOO DEEP" 

PRINT-REWIND TAPF" 


You’re over half-way through the* 
game module listing now, so don’t give 
up. 
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1930 PR I NT " TO POSITION 


1990 PRINT'FQR LEVEL ";F (5) 
2000 RETURN 


ab*2010 

2020 

Oa«2030 

OAB2040 

Oab20j0 
2060 
0 2070 
2030 
O 2090 
2100 
2110 
2120 
02130 
2140 
2150 
02160 
02170 
02160 
2190 
2200 
2210 
2220 
2230 
2240 
2250 
2260 
2270 
2280 
2290 
2300 
2310 
2320 
2330 
2340 
2350 
2360 
'2370 
2380 
2390 
2400 
2410 
2420 
2430 
2440 
2450 
OAB2460 
OAB2470 
44**2480 


CIS: PRINT tab (0,3); “PREPARE HERO 
LET M$=Tf(10>: G0SUB370 
S=0PENIN "HERO 
INPUTIS.SJ 
CLOSEIS 
LET P=2 

LET QT=ASC(MID4(Sl,l,l))-AS 
POR 1= 1 TO S 

LET F ( 1 > =ASC (fll D$ ( S$ , P, 1 > ) -AS 

LET P=P+1 
NEXT I 

FOR 1=1 TO OT 

LET 0(I)=ASC(MID4(SJ,P,l)i-AS 
LET P=P+1 
NEXT I 

LET 6C=ASC(MIDJ(St,P,l))-AS 
LET TR=ASC(«ID$(S* ,P+1 , 1 ) T-AS 
LET Ct=RIGHTI(S$,LEN(S$)-(P+l> 



LET SI =F ( 1 ) : LET S2=F (2) : LET S3=F (5) 
FOR 1=1 TO 2 
FOR J=1 TO 3 

LET H((I-1)*3+J)=0(16*I)*F(7) 

NEXT J:NEXT I 

IF 0 ( 1 o) = 1 THEN LET LT=20 

RETURN 

LET MJ="ONE MOMENT PLEASE" : G0SUB430 
LET S$= ’ " : LET T4="" 

FOR Y=1 TO 15 
FOR X=1 TO 15- 
LET T4=TI+CHRJ(RIX,Y)) 

NEXT X : NEXT Y 

LET T$=T$+CHRNOS+NX) 

LET TI=TI+CHR$(OS+NY) 

LET T$=T$+CHRI(OS+LEi 
LET S$=SUCHR$fAS+OT) 

FOR 1=1 TO 8 

LET S*=S*+CHR$(F(I)+AS) 

NEXT I 

FOR 1=1 TO OT 

LET SJ=S$+CHR$(D(I)+AS) 

NEXT I 

LET S$=S$+CHR$(GC+AS) 

LET S$=S$+CHR$(TR+AS) 

LET SJ=SNC* 

LET M$="ANY KEY TO SAVE • : G0SUB370 
S=OPENOUT'HERO": PRINTIS , S$: CL0SE4S 
S=OPENOUT“LEVEL“:PRINT#S, T$:CL0SE#3 
LET FI = 1 



2490 RETURN 

2500 LET CI=“ROLE PLAYING GAME":LET B*=” 
♦OA2510 LET W=40: LET 0S=96 

2520 FOR 1=1 TO W: LET B*=B$+" " : NEXT I 
02530 DIM R(15, 15) ,F(8) ,0(24) 

02540 Did N$(11),T*(12) 

0 2550 DIM M(6) ,D(4,2) , T (13) 

2560 DATA"GR SWORD", "SWORD", "AXE", "MI\CE\ 
"FLAIL" , "DAGGER" , "ARMOUR" , "ARMOUR" 

2570 DATA "ARMOUR" 1 "HELMET" /HEADPC. “ 

2530 FOR I = 1 TO 11 
2590 READ Will) 

2600 NEXT I 

2610 DATA” A GOOD BLOW" ,”«ELL HIT SIRE", 

"THY AIM IS TRUE", "MISSED 1 ", "HIT THEE"" 
2620 DATA” THE MONSTER IS SLAIN", "NO LIGHT", 
"BROKEN THY ", "SPELL EXHAUSTED" 

2630 DATA“PRESS ANY KEY", “YOU NEED EXPERIENCE", 
"EXIT FROM THIS LEVEL" 

2640 FOR I = 1 TO 12 
2650 READ TNI) 

2660 NEXT I 

2670 DATAO, -1,1, 0,0,1, -1,0 

2680 FOR 1=1 TO 4 : READ D(I,1),D(I,2):NEXT Ii 


2690 LET FI=0: LET DX=255: LET NF=0 ■Add whichever lines between 2940 

2700 LET TX=0: LET TY=0: LET TF=0: LET TR=0 ^and 3000 are indicated in the 

2710 LET HX=0: LET f1Y=0: LET DY=12: LET F$=“" ^conversions Tor your conputer. 

2720 LET NX=1:LET NY=1 : LET RE=0: LET LT=0 3170 LET AS=65:LET C0=0S+6 

2730 FOR I = 1 TO 5 3180 LET Cl=CO+l:LET C2=C0+2:LET C3=C0+3: 

2740 LET F$=F$+CHR$ (OS+I) »LET C4=C0+4 

2750 NEXT 1 3190 LET C5=C0+6:LET C6=C0+7:LET C7=C0+8: 

2760 DATA69, 117,73,121 ,81 ,129,69, 117.73. 121 . LET C8=C0*12 


81,129,89,137,97,145,101,149 
2770 FOR I = 1 TO 1 8 : READ T(1):NEXT I: 
G0SU8 2930 
2780 RETURN 
■a* 2790 paper 1 : CLS 
*■☆2800 paper 3: i nk 0 

02810 PRINT C*;LEFT*(B*,W-L£N(C*)); 

☆ 2820 paper 2: ink 3 

02830 FOR 1 = 1 TO 5:PRINT LEFTI(B*,W);: 
NEXT I 

*■☆ 2840 paper 0: i nk 1 
Oft 2850 FOR 1=1 TO 15:PRINT tab (1 ,5+1) ; 
LEFT*(B*,15);:NEXT ! 

^ 2860 paper 1: Ink 3 
*2870 PRINT tab (16, 7) ; "STR M ; 

☆ 2880 PRINT tab(16,10);"VIT'j 
*2890 PRINT tab(16,13);”AUR"; 

☆ 2900 PRINT tab ( 16 , 16) ; "FACE"; 

☆ 2910 PRINT tab ( 16, 19) ; "EXP" ; 

A 2920 RETURN 

2930 REN *** USER DFF'D CHARACTERS **♦ 

Conversions 


3200 RETURN 

3500 DATA 255,255,255,255,255,255,255,255 
3510 DATA 56,56,16,56,84,16,40,68 
3520 DATA 28,28,8,30,40,40,20,18 
3530 DATA 56,56,16,84,56,40,68,40 
3540 DATA 56,56,16,120,148,20,40,72 
3550 DATA 0,0,0,0,8,209,254,221 
3560 DATA 0,0, 0,0, 0,0, 0,0 
3570 DATA 85,170,85,170,85,170,85,170 
3580 DATA 0,60,24,60,126,126,126,60 
3590 DATA 0,56,100,114,95,73,41,31 
3600 DATA 20,42,20,20,93,93,62,99 
3610 DATA 60, 126, 255, 255, 255, 253* 255, 255 
3620 DATA 60,102,195,129,129,129,133,129 
3630 DATA 129,66,36,0,0,36,66,129 
3640 DATA 0,60,66,66,66,66,60,0 
3650 DATA 76,158,170,190,84,30,37,88 
3660 DATA 0,56,84,124,56,44,68,102 
3670 DATA 0,8,28,42,127,85,65,34 
Add 1 i nes 4000-4030 froii page 35 
but this tiffie replace CHR$(158) with 
CHRK31) in line 4010 
■ Add lines 5000-5080 frori page 35. 


Spectrum o 

2030 LOAD "HERO" DATA 3*0 
2040 LET S*=S*(1) 


350 BEEP 0.05,J/2-60:RETURN 

2050 Leave out this line 


360 BEEP 0. 05, J/2-60: RETURN 

2070 LET 0T=C0DE!SI(1))-AS 


4 1 U , 460 , 109U , *.'8 1 0 , 2830 , *:S5U Replace LEFT! 

2090 LET F(I)=CODE(S*(P>)-AS 


18$, exp) with BIITO exp; 

2130 LET 0(I)=C0DE(S*(P) )-AS 


450 FOR D=i TO 50: NEXT D 

2160 LET 8C=C0DE(S*(P))-AS 


490 PRINT AT NY+5,NXjFI(NF)j 

2170 LET TR=C0DE(S*(P+1))-AS 


540 PRINT AT 17,16; ‘NESW. “ INF) 

2180 LET C*=S$(P+2 TO ) 


1045 IF I$<*1" OR I*>"6" THEN GOTO 1040 

2460 LET K$ ( 1 ) =S$ : SAVE “HERO" DATA K$() 

1100 GOSL'B 1 140* (SL=1 ) +1 190* (SL=2) + 1220* 

2470 LET L* ( 1 ) =T$: SAVE "LEVEL” DATA 

LIO 

(SL=3) +1280* (SL=4) +1300* (SL=5) 

2510 LET W=32: LET 0S=144 


+1390*(SL=6)+!130*(SL=7) 

2530 DIN R(15,15):DIN F(8):DIN 0(24) 


1790 LOAD "LEVEL " DATA 8*1) 

2540 DIN W* 11 1,8): DIN T$il2,20) 


1800 LET S*=D*(1) 

2545 DIN K* ( 1 , 57) : DIN 1*11,228) 


1910 Leave out this line 

2550 DIN N(6):DIN D(4,2) :DIH TI18) 


1850 LET R(X,Y)=CODE(S*(I!) 

2950 FOR 1=0 TO 143:READ A:P0KE USR 

**A"+I, 

1890 LET IX=C0DE(S*(I))-0S 

A : NEXT I 

1900 LET IY=C0DE (Sf ( 1+1 ) ) -OS 

2960 DIN C(4):LET C(1)=0:LET C(2)=2: 

LET 

1910 LET LE=C0DE(SI(I+2) )-0S 

C ( 3) =6: LET C<4)=7 
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BBC/Electron* 

350 

SOUND 1 , -15, J , 2: RETURN 

360 

SOUND 0 , -1 5 , 7 , 3: RETURN 

2510 

LET 14=20: LET 0S=224 

2940 

NODE 5: VDU 23;3202;0;0;0; 

2960 

FOR 1=0 TO 17: VDU 23,224+1 

2970 

FOR J=Q TO 7: READ A:VDU A 

29B0 

NEXT J.-NEXT I 


Commodore 64/Vic«A 

500 PRINT Bold); 

510,520,530 At the end of these lines 
replace " with CHR$(157>;“ 

1095 PRINT BG$(2>; 

210,1230 Leave out the Nurd LET in these lines 

1770 ,2010 Replace CLS with PRINT CHRK147) 
1790 OPEN 1,1,0, "LEVEL" 

1795 S$-"":F0R 1=1 TO 3 
1800 INPUTS, TP$:S*=S*+TP$ 

1805 NEXT I 

1810 CLOSE 1 

2030 OPEN 1,1,0, "HERO” 

2040 INPUT 141 , S$ 

2050 CLOSE 1 

2460 OPEN 1, 1, 1, "HERO ": PRINT# 1,S$: CLOSE 1 
2465 OPEN 1,1,1, "LEVEL" : FOR 1=0 TO 2 
2470 PRINT#1,NI0*(T$, 1*76+1, 76) 

2475 NOT I .-CLOSE 1 

2800 PRINT HN$;CHR*(144);86$(0i; 

2840 PRINT BG*(1);CHR$(144); 

2940 GOSUB 4000 . 

4010 Replace CHR$(158i with CHR$ (31 ) 

4000-4030 Add these lines fro® pace 35, 


Line changes for additional graphics: 

Nhen you add a new user-defined sy«bal 
you ffiust change these lines in the dungeon 
generator and gate todule: 

DUNGEON GENERATOR 

FOR 1=0 TO 95: -4 

Add 8 to this nufiber J 
for each new syabo! 

FOR 1=0 TO 11:4 

Add 1 to this nufiber ^ 
for each net* syubol. 

SANE NODULE 

FOR 1=0 TO 43:4 

Add 8 to this nu#ber^ 
for each new sy#bol. 

FOR 1=0 TO 17:4 

Add 1 to this nufiber^ 
for each new sycbol. 


C64 

330 

vIC 

840 

SPECTRUM 

830 

SBC 

330 

C64 

2950 

VIC 

2960 

SPECTRUM 

2950 

BBC 

2960 



C64 ONLY 


Vic ONLY a ‘SPECIAL NOTE FOR VIC USERS* 

Before typing in or loading this progra® type in the 
following: POKE 44,28:P0KE 642,23:SVS(64324i 
350 POKE 36876, J/2»128:F0F; TT=1 TO 5: NEXT TT 

355 POKE 36876,0: RETURN 

360 POKE 36877, J/2+128:F0fi TT=1 TO 5.-NEXT TT 

365 POKE 36877, 0:RETURN 

450 FOR D=1 TO 200.-NEXT D 

2510 LET 14=22: LET 0S=96 

2790 POKE 36879, 24:PRINT BGJ(l); 

2795 PRINT CHR$U47);:F0R 1=0 TO 504:PR!NT CHRK32); 

; NEXT I 

2915 POKE 460! , 160: POKE 38393,2 

2950 FOR 1=0 TO 2047:P0KE 5120+1 , PEEK (32768+1 ): NEXT I 
2960 FOR 1=0 TO 143:READ A:P0KE 6656+ I , 255-fi : NEXT I 
2970 POKE 36869, 205:P0KE 36878,15 


GOSUB 5000: POKE 53281,0 
POKE VS+1 , J : POKE VS+4,33 
POKE VS+4, 32: RETURN 
POKE VS+8 , J : POKE VS+11,129 
POKE VS+1 1,128: RETURN 
FOR D=1 TO 200: NEXT D 
2790 POKE 53280, OsPOKE POKE 53281,1 
PRINT BGJ(l); 

PRINT CHR$ (147);: FOR 1=0 TO 
998: PR I NT CHRS (32) ; : NEXT I 
POKE 33767, 160: POKE 56295,2 
FOR 1=0 TO 1 43 : READ A: 

POKE 36352+1, 255-A: NEXT I 
VS=54272 
POKE VS+24,15 
POKE VS+5 ,9: POKE VS+6,0 
POKE VS+12, 9: POKE VS+13,0 
POKE VS+7 , 0: POKE VS,0 
5000-5080 Add these lines 
fro® page 35. 


j 

350 

355 

360 

365 

450 


2795 

2797 

2950 

2960 

2970 

2980 

2990 

3000 
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INDEX 


American Standard Code for 
Information Interchange 16 
array 12, 14, 15, 18 
ASCII 16, 19 
attributes 10, 18, 22 
changing 6, 9 
scores 7, 11, 15, 27,31 

bargainings, 19 
BBC micro 3, 20 
Book of Lore 28, 29, 30, 3 1 
bugs 24 

CO (meaning of) 16, 20, 25, 26 
character 4, 5,6 
creator 10, 14, 18, 19, 29 . 
loading into game 19, 30 
saving 19, 29 
types 4, 6, 7,8, 10,29 
Commodore 64 3, 20 
conjure 21 

conversions 34, 35, 39, 45, 46 
general chart 32 


Electron 3, 20 
F, F$ 18 

fantasy games 3, 4, 5, 
flags 18 

game module 10, 1 1, 25, 26, 30 
loading character into 19 
loading dungeon into 17 
what it does 12, 20 
routines in 22, 23 
graphics 

in Dungeon of Doom game 28 
new torch symbol 26 
user-defined 5, 16 

hero 4, 6 

idol 3, 28,31 

initialization 13, 14, 15, 16, 18 

listings 33-45 
load 

dungeon 17, 30 
character 19, 30 
game 30 


magic 21,31 
items 8, 27 

messages 12, 14, 15, 29, 30 


random command 25 
role-playing game 4 

RPG4 
routines 1 1 

character creator 18, 19 
dungeon generator 16, 17 
game module 22, 23 
rules 3, 28-31 

$sign 14 
save 

characters 10, 29 
dungeons 10, 17, 28 
game 11,23,31 
scores 7, 11, 15,27,31 
screen-handling 20 
secret 

messages 26, 27 
squares 26 
solo game 5 
sounds 20 
Spectrum 3, 20 
string 14 
variable 17 
subroutine 12, 13, 15 
action 20, 22,23 
conjure 21 
service 20 


data 12, 14-16 
de-bugging24 
dimensioning arrays 15, 27 
dungeon 5 

generator 10, 14, 16, 17, 25, 27 secret 26, 27 
levels 6,9, 1 1, 28 mis-loading 24 

loading into the game 1 7, 30 modification points 6, 7, 10, 29 trading post 8, 9, 27 
master 8, 9 

Dungeon of Doom 3,- 6, 8, 10, 12 Necronomicon 8, 27,31 

program listing 32-46 offset numbers 16, 19 

rules 28-31 

story of 3 program 

expanding 25 listings 33-46 

Dungeons and Dragons 4 Quest 4, 30, 3 1 


torch symbol 26 
trading post 8, 9, 

TSR Hobbies Inc, 4 

user-defined graphics 5, 16 

VAL 16, 21 
variable 17, 20 
Vic 3, 20 


Answers 

Page 14. 

M$(3) is the message “Thy aim is true”. 

The goblin is putting the monster in 
location R(14, 14). 

There is a potion in location R( 15, 12). 
Page 1 8 

Here are the “translations” of the lines 
that limit character-type: 

IF F(l,4)>8 AND F( 1,7)>7 THEN LET 
C=3 

If the intelligence score is more than 
eight and the aura is more than seven, 
then the character-type will be a mage. 


IFF(1,1)>7 ANDF(1,8)>5 AND 
F(1,1)+F(1,2)>10THEN LETC=4 
If the strength score is more than seven 
and the morality score is less than five, 
and strength plus vitality equals more 
than ten, then the character-type will be 
a warrior. 

IF F(l,l)>8 AND F(l,2)+F(l,3)> 12 
ANDF(1,8) <6THENLETC=5 
If the strength score is more than eight 
and vitality plus agility is more than 
twelve, and morality is less than six, 
then the character-type will be a 
barbarian. 





Fantasy games notice board 


If you've really got the fantasy game itch 
now and want to find out more about 


acomputerfantasv games 

0 fantasy gamestop^yony^ e shopsbut 

• There are lots before you 

• read th « des , C < ;S inC lude role-playing, 

buy as they difference between a 

0 which is the mai Here are some of 

fantasy and an ^^^^y Q u should be able 

• the role-playmg games y 
to find: 

• “4 S SDl°tnS b » WtateISOf,foI 


them, the notices on these pages will 
give you some ideas. 

* * 

# Magazines for micro-users * 

^The best place to find oul about coirm,,,,.. ^ 
"datneststaacomputertnagaSE <* 

CllT GS f ° r micr °- us ers include reviews 
new games and some, like Gaines * 

> r°^ PUtin9 ^ Pers °nal Computer 
®**nes specialize in articles on all aspects « 
of computer gaming. There isevena 
magazme devoted entirely to adventure • 
Md fantasy games. It is called Micro 
Adventurer and has news, critical # 

rnS? sandpr09ramline ^t # 
Jic^ dd games you have written It 
aJsohas a very useful "Adventure ' L 

Help pa ge through which you can * 

readers advice if you have a 
problem with a particular game. * 


Sher. 

Available soon, 


i / 


* 


Fantasy board games " — — • 

You may be inspired by games you play on your computer to try the non-computer variety. 
There are lots to choose from, using all sorts of settings. Most toy shops should have aselection. 
Here are just a few of those available: 

Dungeons and Dragons by TSR (the first fantasy role-playing game produced). 

Freedom in the Galaxy by Avalon Hill (a space fantasy). 

Gangbusters by TSR (1920s role-playing). 

Runeguest by Chaosium (mythical world with monsters and magic). 

Champions by Hero Games (super-heroes with super-human abilities). 


Magas 


’^esforfi 


& & * 




& » VWV 


f 
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featured strongly. If youbuy just one copy 
of either of these magazines you will find 
addresses of game-stockists and mail- 
order houses, role-playing scenarios you 
can use and information on games, books 
and films that the fantasy gamer might 

en There are also smaller, less well-known 
magazines that cater for other fantasy 

games. Their circulation is more 

specialized so they are not generally 
available through newsagents, but can be 
obtained through mail-order houses 


• * 
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mm 



4 Books, films 
and television 


I 




Postal games 

J . _ u S OU Can 1 find ml her people t0 pla y witii, magazines can 

If you have difficulty help you again. They advertise postal games such as 

- heme for your Crasimoff’s World , which anyone can YoupaJln 

,, you should be enrolment fee to start and usually pay for each round vou 

jme inspiration P^too. You decide what a group of characters shoidd 

vonTrlT ir UatIOn described - and in the next round 
you are told the consequences of their actions and the 
new situation to work from. 


y* 


11 yuu uoy'- 

thinking of a theme for your 
fantasy game, you should b< 
able to find some inspiration 
in books, films or television. 
There are already fantasy 
games based on books, like 
The Hobbit, and board 
games based on television 
programs, such as Doctor 
Who. The game Champions 
is derived from comic 
strips. You could research a 
period in history or base a 
futuristic game on your 
favourite piece of science 
fiction. 


* 


* * 
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Programming books 

If you want to learn more about BASIC, 
which is the computer language used in 
Dungeon of Doom, here are some Usbome 
books that will help you: 

“Introduction to Computer Programming” 
byB.Reffin-Smith 

“Better Basic” by B. Reffin-Smith and 
L. Watts 

“Practise Your Basic” by N. Cutler 
“Programming Tricks and Skills” by 
L. Watts and L. Howarth 
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seen. "Personal Computer World 
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Computer Jargon 
Computer Graphics 
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Practise Your BASIC 
Better BASIC 


Machine Code for Beginners 
Practical Things to do with a 
Microcomputer 
Computer Spacegames 
Computer Battlegames 
Write Your Own Adventure 
Programs 

Creepy Computer Games 


New Titles 


Programming Tricks & Skills Professional tips and tricks for better 
programming. 

Experiments With Your Computer An exciting introduction to scientific 
investigation with a microcomputer. 

Expanding Your Micro A detailed guide to add-ons and interfaces. 

Write Your Own Fantasy Games A step-by-step guide to writing fantasy 
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